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Don't be fooled by their cute and cuddly appearance, these kids are training to be Top Scarers. They're 
belly flop and tailspin through a series of exercises designed to test your scaring abilities. It'll be a fur 
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learning from the best and so can you. As Mike or Sulley, you'll bounce 


raising challenge. So which is it? Are you a monster or are you a chicken? Scream Team 
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‘ake your GAMECUBE to the beach, 
ake your GAMECUBE out to eat. 
Play your GAMECUBE where you roam, 
d- leay e your TV back at home! 


Mobile Monitor: 
5.4” Color LCD Screen for GAMECUBE. 


_ Mobile Power Cube" 


Portable Battery for GAMECUBE. 
~and Mobile Monitor 
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"Part Final Fight, part Jedi Knight, and part 
Unreal, New Legends is all Chinese 
stick-wielding, ass-kicking loveliness." 


Official Xbox Magazine 
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No really, they're revolting, uprising» 

against the conniving, corporate clods of Oddworld 
that are eating an entire species to exiinction. And you can join the 
fight. Be both Munch and his flatulent friend Abe in cooperative game play. Hit some 
ewisted power-ups atong the way, and lead the revolution against the misguided power 
ate of Oddworld is in your hands. 
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Immerse yourself in a living, ' 
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the next-generation gamer. 


"One of the most beautiful games to ever 
grace a console...and it's got depth to match 
its graphics.” —PSM 
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40 The Neverending Story 
Your Fantasy finally becomes real! FFX 
arrives as the first Final Fantasy game 
truly conceived with the PS2 in mind. 


42 The Editors’ Choice Awards: Two Thousand and Won 
The GamePro editors tell all as they reveal their favorite games of the year from & 4 
top-selling hits to guilty pleasures. 


Okay, now that the GamePro editors have put their reputations on the line, let's 
see what you all have to say for yourselves! Make your picks for the best.games 
of 2001, and you might win an Xbox, a GameCube, or a PS2. : 
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If you and Tidus are ever going to make it through this : 

futuristic Fantasy, you’re going to need help. This Role- 

«sm6 ~— Player’s Realm ProStrategy Guide leads you through the \ 
Cloister of Trials challenges and shows you how to get 
powerful weapons, extra aeons, and more. 


(Xbox) Q 

Aliens are busting out all over in Halo. Here ~~ . 

wus are some tactics to stem the tide as well as ‘ 
gems ~=some advice on the deadliest areas. 


_ CODE VAULT 


Grand Theft Auto Ill (PS2), Doom (Game Boy Advance),sBatr 


(PS2), Spider-Man 2 Enter: Electro (PlayStation), and more! 


Cover art courtesy of Square Co. Ltd. 
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Embark on an epic adventure designed for 
the next-generation gamer. 


"One of the most beautiful games to ever 
grace a console...and it's got depth to match 
its graphics.” —PSM 
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42 The Editors’ Choice Awards: Two Thousand and Won 


The GamePro editors tell all as they reveal their favorite games of the year from 
top-selling hits to guilty pleasures. 


Okay, now that the GamePro editors have put their reputations on the line, let's 
see what you all have to say for yourselves! Make your picks for the best games 
of 2001, and you might win an Xbox, a GameCube, or a P$2. 


(P$2) 
If you and Tidus are ever going to make it through this 
futuristic Fantasy, you’re going to need help. This Role- 
«6 Player’s Realm ProStrategy Guide leads you through the 
Cloister of Trials challenges and shows you how to get 
powerful weapons, extra aeons, and more. 
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(Xbox) 
Aliens are busting out all over in Halo. Here 
yew are some tactics to stem the tide as well as 
zas some advice on the deadliest areas. 


CODE VAULT 


Use these codes to unlock the secrets in Tony Hawk's Pro Skater 3 (PS2), ” 
Grand Theft Auto Ill (PS2), Doom (Game Boy Advance ) Batman \ Nengeace 
(PS2), Spider-Man 2 Enter: Electro (PlayStation), and more! 
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New Year, New Games 


Sure, Final Fantasy X is going to jump- 
start the PlayStation 2 action for 2002, 
but before the GamePros officially bid 
sayonara to 2001, we have a last bit 
of business for you to take care of. It's 
time to cast your votes for the best 
games of 2001 in GamePro's IIth An- 
nual Readers’ Choice Awards! 

With the launches of the Xbox 
and the GameCube a done deal, you 
have plenty of tough choices ahead of 
you. Check the ProReviews this issue 
for some potential picks for last year. 
Grand Theft Auto Ill and Jak and Dax- 
ter: The Precursor Legacy are here 
for the PS2. For the GameCube, Pik- 
min and Tony Hawk’s Pro Skater 3 
represent. From the Xbox camp, con- 
sider Amped: Freestyle Snowboarding 
and Test Drive Off-Road: Wide Open. 
And for a little added Xbox love, dive 
into the ProStrategy Guide for Halo. 

And don't forget those worthy 
games that appeared earlier in 2001. 
To help grease your brain cells, the 
GamePro editors cast their lots for 
their favorite games in the Editors’ 
Choice Awards special feature. Did 
we forget about Conker’s Bad Fur 
Day for the N64? Are Metal Gear 
Solid 2: Sons of Liberty and Gran 
Turismo 3 A-spec PS2 slam dunks? 
Was Dead or Alive 3 deemed worthy 
for the Xbox? Did Super Monkey 
Ball make the GameCube cut? Did 
anyone vote for Dance Dance Rev- 
olution? Find out on page 42. 

A great year for video games is 
just beginning, so get back to playing 
Final Fantasy X and prepare your 
vote for 2003! 


The GamePros 
San Francisco, CA 
letters @gamepro.com 


| have a problem with your console comparison 
chart [see “Console Clairvoyance;’ November 2001]. 
Please tell me you made a mistake. How in the world 
can the PS2 process 66 million polygons a second 
above the GameCube’s 202.5 MHz GPU, which you 
say can process only 6 to 12 million polygons? The 
PS2’s GPU is only 150 MHz. | don’t believe it! How 
can the PS2 process 66 million polygons and the 
GameCube only 6 to 12 million? You didn’t specify 
the difference between “raw” and “with game 
effects on?’ if you want readers to know, you’re 
going to have to make yourself more understand- 
able when you talk the “technical talk?’ Also, you 
say Nintendo is a kiddie-type company. Please 
remember that kids do play games and that it is 
great for a company to express its focus on kids 
whereas other companies create only Teen- and 
Mature-rated games. Nothing I’ve seen for the 
Xbox or the PS2 looks entertaining to me, with 

all of that “gore-dark-graphics-blood-gore-guts” 
featured in what some Say is for “older” gamers. 
The GameCube has it all and that, my friends, is 
true—it’s damn true indeed! 

» Jimmie Lee Wright—Statesboro, GA 


Someone better come off their 

high fanboy horse for a minute 

and pay attention. What you 

failed to understand—whether 

by accident or out of sheer willful 
ignorance —is that the 6 tol2 
million polys that the GameCube can 
generate is “‘in-game’’—meaning with 
textures, lighting effects, and all the stuff 
you would find in an actual, final, playable game. Both 
Sony and Microsoft offer “raw” numbers without any of 
those effects —just the computer spitting out triangles. 
Unfortunately, Nintendo would not offer the Game- 
Cube’s raw numbers, and Microsoft and Sony were not 
prepared to offer in-game numbers, so we had to take the 
stats we could get and note the fairly obvious difference — 
a difference you clearly didn’t grasp. As for the clock 
speeds, that’s not related to how many polygons the 
systems can generate, just how fast they can generate 
them. Also, we didn’t say Nintendo was a kiddie-type 
company—we said that, fairly or unfairly, its colorful 
products have gained the company that reputation, but 
we didn’t say we agreed with it. And we're definitely at 
odds with your “gore” statement: Fuzion Frenzy, Crash 
Bandicoot, Munch’s Oddysee, all those sports titles... 
there are plenty of PS2 and Xbox games without “gore- 
dark-graphics-blood-gore-guts.” You're just seeing what 
you want to see. 


| know cartridges use an internal battery to save your 
games, but do games for the Game Boy Advance use 
batteries, too? Will the battery ever run dry, and will 
all your data then be gone? 


> Shawn L.D.-Via Internet 


Yep. Usually, cart batteries are lithium, so they last a good 
long time—like five years, maybe more. Most consoles 
stick around for only about five years anyway before 
something new and shiny comes along (the Game Boy, 
as usual, is the exception), but some cartridge batteries 
have been known to last well beyond that time frame. 
Some battery-backed Genesis and SNES carts are still 
alive and kickin’. 


| read Bad Hare’s review of Pac-Man Collection for 
the Game Boy Advance on your Web site. PacMania 
was the best game in the entire Pac-Man series in 
my opinion—-point being “my opinion!’ | sure wish 
you guys in the gaming media would stress the fact 
that personal opinions are what your reviews are 
based on a little more often. 

> Adam Lucius—Via Internet 


The furry fury that is Bad Hare responds: What else 
would a review be if not an opinion? Law? Religious 
doctrine? You read a review, you take what you can use 
from it, and you make up your own mind— 
that’s the deal. If I’m reviewing the game, 
| can’t say, “But some guy named 
Adam might disagree, so never mind 
what | just said.” But just 


to make it 
official, here’s 

a disclaimer for 
the future: “All 
the opinions 


expressed by 

| GamePro and its employees are the opinions ex- 
: pressed by GamePro and its employees.” Tape it 
to your wall. 


Are there any games coming out based on The 
Matrix or Crouching Tiger, Hidden Dragon? Aiso, 
why weren't there any games based on the High- 
lander movies and TV series? That would seem 
like a natural. 

» James Reyes—Chicago, IL 


Lucky for you, there are in- 
deed games for The Matrix 
(Shiny/Interplay) and Crouch- 
ing Tiger (Ubi Soft) in develop- 
ment; if we're lucky, we'll see 
something running at E? this 
year, but don’t expect them 
to come out before next 
holiday season. As for High- 
lander, there was one game, 
but we're not surprised you 
missed it—if you scour the 
bargain bins for Jaguar CD 
software, you might find it. 
It was an RPG based on the 
animated Highlander series 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


the troublemaker 


He likes it sour 


MONSteR WeDGIE SOUr 


sweeT On YOU. 


We wanted them to be Life Savers. ; 
They don’t care what we want. 


HEAD2HEAD 


(you play as wee Quentin MacLeod), but beggars can’t 
be choosers. Dan Elektro is constantly whining that he 
wants a weapon-based fighter a la Soul Calibur for the 
movie franchise. Here’s hoping someone makes it so 

he'll shut up. 


’'m a very big Pokémon fan, and | just bought a 
Game Boy Advance. But the latest game, Pokemon 
Crystal, hasn’t changed from all the other Pokémon 
games. I’m kind of disappointed on that, since this 
handheld has so much processing power. Do you 
know anything about a GBA Pokemon title? 


> Danny Carison—Centreville, IL 


a 


is — ~taam, VVell, you do realize that 
Crystal is for the Game 
Boy Color and is merely 
compatible with the GBA, 


right? But yeah, a lot of 


Pokéfans were disappointed to 
see no Pokémon game at the GBA launch, especially since 
the little critters really helped bring the Game Boy back 
to the forefront. However, as is usually the case with 
Nintendo, the company hasn’t said squat about a GBA 
Pokémon title. If one’s in the works, nobody’s talking 
yet—but common sense says there's gotta be a GBA 
game in development. If you were Nintendo, what 
would you do? 


From what ! understand, Medal of Honor: Allied 
Assault (with the great D-day landing) will be re- 
leased on the Xbox, not the PlayStation 2. Medal 
of Honor Frontline will be released instead. This 
is very disappointing, and | feel it’s a big mistake. 
Millions of copies would be sold on the PS2. My- 
self and millions of others plan to purchase or 
already own a PS2, but | feel the Xbox is too 
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us what you'd like to see in It. 
Send your letters to: 
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much of a risk because of the reported delays and 
they have no experience with hardware of any kind— 
plus, with the current economic situation, ?’'d rather 
pay for something that is established a year like the 
PS2. With the high cost of games, | would rather 
purchase the PS2 version of Max Payne instead of 
Medal of Honor Frontline—not having the D-day 
landing in the next Medal of Honor for the PS2 is 
that huge of a disappointment. Please advise if 
Medal of Honor: Allied Assault will be released on 
the PS2. Have | heard wrong? 

» Michael DeMartino—Via Internet 


You’re not wrong, but Xbox owners won't be any hap- 
pier any time soon: Allied Assault is PC only, and the 
Xbox version has been “indefinitely postponed.” A little 
backstory: Allied Assault was created by a different de- 
velopment team than that of the first two MOHs, and 
they wanted to soup up the graphics. At the time that 
decision was made, only the PC could handle what they 
were planning. Frontline is PS2 only, it already looks 
sharp, and it does have a D-day beach level, so that's 
some consolation—but you'll need access to a PC to 
be able to play the whole MOH series. If you don’t have 
access, take further comfort that Allied Assault is a side 
story, not an essential chapter. If it helps, we're not thrilled 
that EA is sending a franchise skipping across hardware 
platforms like this either. Let’s hope they don’t lose fans 
because of it. 


Illustrations: Francis Mao 
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We cannot publish all letters and 
e-mail messages, and we cannot 

send personal replies to all your 
letters or e-mail (though we try). 


Chingyi Liu—Garden Grove, CA 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. 
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NFL’ Blitz’ 20-02 has evolved. Real teams, real players, real attitude, but totally 
re-invented for maximum impact. With an all-new engine powering 8-on-8 action, a new 
running game dimension, and the revolutionary Impact Player’ customization feature, 
NFL Blitz 20-02 delivers "No Refs. No Rules. No Mercy." football for the next millennium. 


NINTENDO 
GAMECUBE. 
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BY THE WATCH DOG 


\. The Watch Dog, dauntless as ever, tackles problems with Namco’s Guncon Zz, 


| bought Time Crisis 2 with the Guncon 2, 
but when | start playing the gun only shoots 


when it feels like it. | have already exchanged it 
twice and have checked to make sure it is con- 
nected properly. Any suggestions? 

ARI HERNANDEZ—HIALEAH, FL 


Since you said you’ve returned it twice, it is 


unlikely that the Guncon 2 or its lens are 
damaged. That said, the problem could be due to a 
couple of other reasons. The first thing to check 
is your connection. Is the Guncon 2’s External 
Cable (where the PS2 A/V cable is connected) 
plugged directly into | 
your TV, or are you 
running it through a 
multiple A/V switcher 
or VCR? The latter 
could be a problem, 
because when we ran 
the External Cable 
through a switcher, 
the Guncon 2 would 
not calibrate cor- 
rectly and thus was 
inaccurate. However, 
when we plugged it directly 
into the TV, it worked fine. 
Another problem could be 
your TV, as the Guncon 2 has compatibility issues 
with certain TV sets. TV models that are com- 
pletely incompatible with the Guncon 2 include 
(but may not be limited to) the Mitsubishi WD- 
65000; Sony KV36XBR400, KV36HS20, and 
KV32XBR450; Philips 60PP9401; and Loewe 
CAL2323MB. Some TVs—such as the Mitsu- 
bishi WS65857 and WS65907; RCA P61310 and 
HD65w20; and Toshiba 61HX70 and 55HX70— 
require that the user be at an even level with 
the TV to work. Other TVs with compatibility 
issues include the Sony KP57XBRION (the Gun- 
con 2 will shoot inaccurately and slowly), Philips 
30PN9817/17 (with Progressive turned Off, the 
Guncon 2 will not work), and Philips 34PVWW9846 
(you cannot shoot the corners). If you are not 
using one of these TVs and you are connected 
directly to your TV, you should contact Namco 
Customer Service at: 

Namco Hometek Inc. 

2055 Junction Avenue 

San Jose, CA 95131 
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EA’s Majestic, and NTSC vs. PAL while everybody else is off having fun with their 
sweetheart on Valentine’s Day. That’s okay, though, because this Valentine’s Day 
the Watch Dog’s got a hot date with Major Mike’s leg (hubba hubba). 


Q) | am playing Majestic, and I’ve been having 


the footage gets choppy, if not disconnected, and 


problems watching the videos. Sometimes 


other times | cannot watch the videos at all. VWWhat 
do | do? 


BRAD TARKAY—VIA INTERNET 


lems with Video? To Refresh try clicking here.’ If 


According to EA’s Web site: “There should 
be text near the video feed that says ‘Prob- 


this doesn’t solve the problem, follow the (follow- 
ing) steps. Make sure the ‘Use optimized video 
display’ check box is UNCHECKED. This 
can be found by starting RealPlayer and 


clicking on ‘View, ‘Preferences, and 
then ‘Performance. Be sure the 
™Y two check boxes in ‘Sound card 
compatibility’ are UNCHECKED. 
This can be found by starting 
RealPlayer and clicking on “View, 
‘Preferences, ‘Performance, and 
clicking on ‘Settings’ next to the 
sound card compatibility section. 
Make sure the ‘Buffer at least’ 
radio box is checked and set to ‘0’ 
seconds. This can be found by starting 
RealPlayer and clicking on ‘View, ‘Prefer- 
ences, and then ‘Connection. Make sure 
? to use the following settings for Network 
Transport. ‘Use specified transports’ should be 
active, and set the RTSP and PNA Settings to 
‘HTTP only: This can be found by starting Real- 
Player and clicking on ‘View, ‘Preferences, then 
‘Transport. If your video or music is getting dis- 
connected, is stuttering, or is rebuffering, you 
may have a problem with your Internet connec- 
tion and changing settings to play a lower band- 
width stream may help. To do this, go to your 
Majestic Client's menu of text options along the 
top and select: ‘Options, ‘Edit Options, and then 
‘Internet. Then select a lower bandwidth setting.” 
iQ | have a U.S. PS2 and have recently moved 
to the U.K. When | rented a DVD, | put 
the DVD in and played it, and the DVD wouldn't 


play. | think it’s because the DVD is English and 
the PS2 is American. | am hoping it won’t also 


happen with English games. If you could please 
tell me what is wrong, and if | could do anything 
about it, it would be greatly appreciated. 

DAVID P—VIA INTERNET 


I'm afraid your suspicions are correct: U.K. 


A games and DVDs are on a completely dif- 
ferent video standard, called PAL, while U.S. and 
Japanese games run on the NTSC standard. You 
cannot play U.K. games on a U.S. PS2. As for play- 
ing DVDs from the U.K. on a U.S. PS2, there are 
external NTSC to PAL converters on the market. 
Your best bet is to go to an electronics store and 
find out what is available. Even if you do buy a 
converter, there are different region codes be- 
tween U.K. and U.S. DVDs that will prevent you 
from watching a U.K. DVD on a U.S. PS2. Because 
motion picture studios want to control the distri- 
bution of their films, they require codes that can 
be used to prevent the playback of certain discs in 
certain geographical locations. Each player, includ- 
ing the PS2, has a code for the region in which 
it’s sold and will not play discs that are coded for 
other regions. There are eight regions, and you 
can identify which region a specific disc is coded 
for by looking at the region number, which is super- 
imposed over a globe on the DVD package. For 
example, American and Canadian territories are 
coded for region |, while Europe, Japan, and South 
Africa are coded for region 2 (even though they 
operate on different video standards). Datel makes 
a product available in the U.K. called the DVD 
Region X, which will enable you to play other 


region discs on your U.S. PS2, but you'll still need 
a NTSC to PAL converter to view English DVDs. 


YOU MAKE THE CALL 


Having problems with hardware or software from 
Sony, Nintendo, Microsoft, or Sega? Here 


are the customer service numbers to call: 
Sony: 800/345-7669 
Nintendo: 800/255-3700 
Microsoft: 800/469-9269 
Sega: 800/872-7342 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


Illustrations: Francis Mao 
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If you're really into music, come to Best Buy. You'll find all the latest stuff to 
create a digital mix everyone will get into. Except, perhaps, the neighbors. 
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Big Tobacco creates a product more poisonous than people realize. So, what can you do about it? 


The new console hype finally and thankfully came to 
an end in November as both Nintendo and Micro- 
soft put their latest game machines on sale. Now it's 
up to the public to see if the Xbox and GameCube 
live up to expectations. 

Microsoft’s Xbox launched first, with a 12:01 A.M. 
rollout on November |5 in New York's Times Square. 
Bill Gates personally sold (and signed) the first Xbox 
to Edward Glucksman. “The future of gaming starts 


today, and it starts with Xbox,” said Gates. “It’s a 


great example of how Microsoft is innovating. But 

most important, it’s incredibly cool.” Among the 
promotional stunts was a game of Dead or Alive 3 
pitting Gates against VWWWF superstar The Rock. 
NEWS BITS (The Rock won, two rounds to one.) A few weeks 


Dreamcast: 


Just $50 be able to meet the 600,000 to 800,000 units it had promised at 
In mid-November, Sega E?; unofficial estimates of how many Xboxes shipped came in at 
reduced the price of the around 400,000, which is still more than the 300,000 PS2s Sony 


Dreamcast yet again, from 
$79.95 down to $49.95. The 
drop, which was hinted at by 


retailers some months ago and 


reported in the October issue, is the Xbox is manufactured in Mexico and can therefore be shipped 


company’s latest effort to sell off the to U.S. stores quicker than Japanese-made consoles. 


remaining stock of Dreamcast consoles Three days after the Xbox’s launch, Nintendo shipped as many 


and get Sega back on financial track. GameCubes as launch-day Xboxes and PS2s combined—accord- 


With the price drop, Sega expected 
to have sold through its entire stock of 
Dreamcasts by the end of 2001. 


Bleem Says Goodbye 

Running PlayStation games on your PC or 

Dreamcast—too good to be true? Apparently 

so as the beleaguered Bleem closed up shop 

in mid-November. Since its inception as a 

company, Bleem faced legal challenges from SO NY INVESTS! 

Sony and, in addition to its PC software, only 

shipped three of its Bleemcast emulators. No 
formal announce- 
ment was made, 
but the Web site 


was altered to 


show Sonic weep- creative game software marker with a brilliant history,’ said SCE President Ken Kutaragi to the Reuters news service. 
ing at Bleem’s “We are positive that they will make more and more great games for us in the future.” 


grave with the However, there is still multiplatform hope. Although Final Fantasy X shipped exclusively for the PS2 (and early — 


inscription “April 1999-November 2001” on 
the tombstone. A company representative 


did not return e-mails at press time. 


Violent Game Law Struck Down 
The city of Indianapolis wanted to become 


the first city to ban minors from playing vio- _ =, E= 
lent coin-operated video games. However, AY Ca YO U GAM r FO 7: : VPLEX? 


the law was struck down by several courts, 


and eventually the U.S. Supreme Court Extended Play is cool, Electric Playground is fun...but why aren’t there any video game-related TV shows that aren t 
declined to hear an appeal. When that news oriented? Haven’t you ever wanted to see gamers really show their skills in a bloodthirsty competition? How 
happened, the law was essentially dis- about some good old-fashioned trash talk with some clear-cut winners and losers at the end of the day? 


solved forever. A representative for Enter Cyplex, a new TV show from Burtin Productions, which is taking a decidedly different approach to video 


Mayor Bart Peterson told the Health- 
ScoutNews, ‘"VVe believe that many 
of these extremely violent video 


games should be treated similar 


to pornography.” selves. Think Survivor meets the old 1980s coin-op game show, Starcade. For more information on Cyplex— including 


how to become a contestant—check out 
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mustered for its launch in late 2000. It’s not clear how many 


Xboxes will have hit stores by the end of 2001, but at press time, 


Microsoft was projecting about a million. That’s possible as the 


ing to the company, a full 700,000 machines sold through to North 


American retailers. Some Wal-Marts began selling the machine at 


a total of |.3 million GameCubes by the end of 2001. 


Final Fantasy fans hoping to see the series return to its Nintendo-console roots may be disappointed when they 


GameCube, Xbox launch at last; GameCube shipments increasing to 1.3 million 


The Rock and Bill Gates 
went toe-to-toe on Dead 
or Alive 3 during New 
York City’s Times Square 
Xbox launch event. 


before the launch date, Microsoft announced that it would not 


midnight on Sunday, November |8; many retailers sold through their stock the first day; and several outlets burned 
through extra controllers and memory cards in short order. Two days after the launch, Nintendo announced that not 


only would the company meet its promise of |.1 million consoles by the end of the year, but it also expected to ship 


hear this one: Sony Computer Entertainment recently invested 14.9 billion yen (roughly $124 million) in Square Co 
Ltd. The deal—which Square sought from Sony after the disappointing, costly performance of Final Fantasy: The Spirits 


Within—gives Sony an 18.6 percent stake in Square, making it the second-largest shareholder. “Square is a splendidly 


the game was expected out the day after Christmas, moved up from an original February release date), the deal does 
not guarantee exclusivity to PlayStation formats. “We are not necessarily obligated to Sony because of this deal,” said 
Square President Hisashi Suzuki. “But we can gauge the situation in the future and offer software to the best-selling 


hardware maker, and at this time there is no doubt that Sony is the best.” In other words, don’t hold your breath. 


games on television. It’s a “non-fiction TV show” (read: reality) that looks like it will mix a video game competition 
with the ruthless elimination rounds that appear on shows like Big Brother. Cyplex, which is slated to run over |3 


weeks in 2002, promises competitive gaming mixed with interpersonal conflicts among the show's contestants them- 
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This stream of fans in Los Angeles was fairly typical of 
GameCube launch lines around the country, as most 
stores sold out fairly quickly. 
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Best-Selling Video Game Titles: 
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Rating: 5.0 ie r Devil May Cry PlayStation 2 Capcom 
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profile than the Microsoft pad, and the large rubber 
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Video Games by Steven L. Kent for the 
grips feel comfortable. There’s a large digital directional é 


holidays, go get one now. It’s an improved 


Preceeeeri eee ir il it erir ttre teeter titer rr 


pad with well-defined points and, more importantly, perfectly 


: : en version of The First Quarter, it’s now pub- 
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, lished by Prima, and it’s your new textbook. 
cross pattern on the controller's face. The curve of the dome Y boy ss 


of these buttons is more comfortable, and there’s less of a ARN cen * Hate all you want, but four of the top six 


concern of bruising your thumb or slippage mid-game. A (emmmes SaedekSTASENC ONG Fivdsackcsss ces AAR lon £ EA Spor siiiccas best-selling games for the first nine months of 
macro feature makes this officially licensed controller pro- “io Kart: ircui 200! were Pokemon games. It’s all about the 
grammable, too, so if you need a little help pulling off fancy | —_—_—. aaa Hii pork baby. « Mincanne rowed dat the 
moves, you'll be able to get it. Available in five colors, this is RR Agammmamimeee nia RIESE acc GameCube made more money in a single day 


the best replacement Xbox controller out there-—Dan Elektro ivisi than the Harry Potter movie made in an entire 
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Price: $34.99. Contact: Mad Catz, Source: NPDFunwerld TRSTS Video Games Tracking Service 
www.madcatz.com Potter didn’t cost $200. When Nintendo lowers 


weekend. Well, yeah—that's because tickets to 


Luigi's Mansion to $8.50, they can talk. * Nigel 


PETER MOORE TO SHENMUE FANS: “SORRY” a  .. 


Choice ballot, plus |! editors offering their top 


In a rare direct communiqué, Sega President and COO Peter Moore posted a letter to . 
ce 10 games plus one special award each... 
Shenmue fans on Sega’s Web site in early November, attempting to smooth over rela- 


' , ioc ean ao ae a spooky. * When asked about Frequency's 
tions after the cancellation of Shenmue II for the Dreamcast. Fans were understandably i Ries SR ere ‘\eeceen | aoe 


disappointed and angry to find that Shenmue II, which has already been released for the Pees Ce Bie a ety BNE Ct UF 


. . : ‘i : review, Sony said it would support the Net- 
Dreamcast in Japan, will appear as an exclusive Xbox title in America. y PP 


“| realize that this announcement is a difficult one for many people to swallow, and | work Adapter...even though the gadget had 


sincerely apologize,” said Moore in the letter, which was posted at aces tie jm no firm release date. Lo and behold, boxed 


“While | cannot detail all of the reasons that led up to this decision, | can tell you that it eS fS—— Frequency doesn’t say a thing about the In- 


SER sages 


was made with the long-term interests of Sega fans in ternet. This comes after the whole “There 


Sega President Peter Moore ex- 


mind. No matter how difficult it seems, | want you to _ Plained the cancellation of Shen- was no manufacturing problem, we just 
mue Il for the Dreamcast to his 


understand that any difficult choices that are made didn’t think that many people wanted a 


most loyal enemies in an online 


during this transition time are based on one bottom __ letter. PS2 at launch” backtracking the com- 
line: ensuring the longevity of beloved Sega franchises, including Shenmue. pany did a few months ago. Can 
“Although the company may be changing, we are still Sega,” he continued. “Although the Sony ever tell the truth? * Dr. 


ride has sometimes been rocky, our promise to our fans is this: We will continue to push the Zombie spawned! Congrats on 
boundaries of gaming with new content and technology. We will continue to deliver new and in- fathering Evan, the newest 


novative games. We will continue to put out the games that no one else can. We will continue to ane. OF sha GaniePro 


be Sega and bring you only the best that gaming has to offer. family. * Circus Max- 


“Bear with us,’ Moore concluded. “The ride is going to get a lot smoother.” ince Circus 


The full text of the letter is available at www.sega.com. 
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MIDWAY 


FULLY LOADED! 


“The addition of 3D, off-road “Amazing speed, beautiful 
sequences and cool set-pieces graphics and enough 
make us even more excited about vehicular gadgetry to make any 
the Xbox version” GameCube player drool” 
- Official Xbox Magazine ” - cube.ign.com 


Buy this one now.” 
-Electronic Gaming Monthly 


“SpyHunter's control 

and visuals are 
> = top notch.” 
, $ - PSM 


--. “The coolest 

-= driving title 

--- around.” 
-PSE2 


Top Secret Info at SpyHunter.midway.com 
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HOW DARK AGE OF CAMELOT COULD CREATE 
& GOLDEM AGE FOR OMLINE ROLE-PLAYING 


BY DUNjin MASTER. 


(+) NLINE RPGs ARE popular, but trouble-laden launches, lackluster customer 
service, and problematic players often plague the land. So far, Dark Age of 
Camelot hasn’t had these problems. How did Mythic do it? 


BIRTH OF THREE NATIONS 


It all starts with one of the most successful launches in online gaming history. Whereas 
each and every one of Dark Age’s competitors suffered from extremely awkward | a. - 
opening days, Camelot coasted through its first few days without a hitch, save a hand- ¥ % 
ful of bugs here and there. It was an impressive feat, especially with three Realms, |2 x , 
races, 33 classes, and plenty of room for mistakes. Not only that, but Mythic claims to : 2 
have broken genre records with its opening sales, and the small company’s network has handled it with aplomb. It may 
be a case of learning from the mistakes of its competitors, but Camelot was birthed with possibly the easiest labor in 
online gaming history. 

Ah, but the goodness continues. Read the forums for any other online RPG and you'll see cries of “My class is 
underpowered!” or “The GM refused to help me!” Mythic’s customer support thus far has been top-of-the-line. Not is = 
only did they make important class-balance changes within days of the game's launch, but they’ve also kept on top “2 
of player complaints and bug reports. Camelot’s boards are filled with strategy questions, not complaints 
about class balance. It just goes to show that good customer 


service means happy customers. 


GOOD GRIEF 

Another problem that previous games have had is the “grief 
player”—anyone who plays specifically to ruin the game for 
catia. ae | others, such as a PKers (player-killers, who hunt other players’ 
——— | characters just for sport) in Ultima Online and EverQuest. 


we rel, ‘iy ¢ thapthet 
Cea trpate Cheam sertiant bob Te eae, 


- | eer aaa! “=, Anarchy Online thought it had the solution by introducing a 


al of Camelot’s enemies are highly faction-based Player-versus-Player, but griefers still continued 
lagen the wimpy ones like to camp resurrection points and harass other gamers. lag Sima coca fr 
harass Camelot’s Realm-versus-Realm system seeks to eliminate The gates of Camelot~an awe-inspiring sight for one 


griefers by giving them their own place to play and strict rules taleed i Aiton s srexy pies. 
with which to conduct themselves. You can’t kill members of your own 
Realm (meaning a Hibernian can’t kill another Hibernian, but they may kill 
players from Midgard and Albion). Not only that, but you also have to get 
to a certain level and perform a ceremony to even enter your enemies’ 
lands. This leads to well-planned raids and less random player-killing. Plus, 
Mythic has set up Roleplay servers (two as of this writing), where 
players can expect everyone to be in-character and not talk- 
ing randomly about stats, mobs, and other genre jargon. 
%& It's not a perfect system, but you can generally assume 
that if you're on a Roleplay server, you have less to fear 


Camelot's spell effects are PORT, tate 
a ray of light from above grants this 
cleric incredible strength. 


Bards, skalds, and minstrels have power- 
ful magical songs. Musical notes swirl, 
from random griefers and more from your own story- and a short tune plays each time you 


based, in-character rivals. begin a song. 


IT’S ONLY A MODEL 
It’s not completely perfect, but Dark Age 
of Camelot is a good example of the second 
generation of MMORPGs. If = 
other companies learn 
from Mythic’s ex- 
ample, then the 
genre has an even 
brighter future. 5 


W takes ail kinds to nishe an 
MMORPG. Thankfully, Camelot 
has a class for all of them. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


GAMEPRO FEBRUARY 2002 


Edge’ Active Care” 
save your skin 


ing ge 
thout 


ilt-in facial cleanser. 


deedge.com 


a shav 
bout 
.insi 


’ 


In Care WI 


king a 


from your skin while 
thin 


you shave. So you get 
t us @ www 


It helps lift dirt and oil 


great sk 


th a bu 


Edge® Clean 
VISI 


WI 
pie? 


oul 


H 


Wit 


+ 


ll 
va 
NZS 


€ 


fc 


h 


ark 


if 
an 
d 


& 


wild 


't enoug! 
ged 30 


f 


evour | 
spell to 
: 


re near the 
re 


ava 


i 


easts and 


@ pac 


d hada 
ko 


\ 


a 


ie 


ope at all 
o defeat tl 


i 
j 


if that wasn 


1ed b 
He continues on his quest 


% 


_Andas 


‘ 


his orb and 
still has nowhe 


was trying to d 
he needs t 


a 
= 
? 
so} 
a 
x 
© 
soit 


a day and 


hE RE hie eth 


Pee a “ 
} ‘= 
“ 6 = N 
os 
=O , 
ee art 
Pate ie 
“ hep 
ty 
=o 5 
0 SS 
oo 
OS AA es 
neg 
b> 
OD sx 
ay & 
ae o 
pee inotat 
eye Ste rine 
hake et ies 
Re oap 
La erO MN) 
BS mae 
SE Fy 
Ole 
KM cuts 
#59 2 
he 
Beet 
D'D rye 
Qk og 
Pelee ca a 
‘SES 
ee a 
NS hom ae 
PAD th hehe: 
ate, A ; 
eee poi 
a arr vt ce > 
a an RAN ac Me 
res} mA e Sie 
ob LOE : : ue 
Or he aa ‘ 
wre Se , 
WO Fie Sy ; 
ie wot a } ie 
Gi weie sf : 
O'S. 24 
ay ty 
Os! Fy 
I aa) 
shee IO 
geo S 
SB Gris 
DO ecw hy 
nS ae ; 
i 


MT. GARRICK, 
MOUNTAIN RETR 
MYSTERIOUSLY CLOSED DOWN BY 


EF O'LEARY. 


2 
3 
_—&. 
& 
. 

bot 


stared trademarks & trademarks 


© 700 THA ine. Hadical Enter 
agi 


H 


COMING SOON ON 
Comic Mischief 
Mild Language 


YOU FOOLS! 


| GAVE STRICT ORDERS TO 
KEEP ALL SNOWBOARVERS 
OFF OF THE SUMMIT! 


cover feature| FINAL FANTASY X 


Saveran scores again ‘with another thrilling f inal fF antasy adventure— 
and the first on the PlayStation 2. Although fF inal fantasy His marred by ‘ 
ome technical deficiencies it’s an engrossing adventure you'll never forget. 


Ss THE FIRST Final Fantasy conceived for the PlayStation 2, Final 
‘ | Fantasy X arrives with the usual lofty expectations and almost-secure 
‘ »~ oe scores. But numbers are hardly the point, and before flinging this 
issue across the room, read this: FFX is a memorable, fantastic adventure 

~ that falls short in key areas that could have benefited from ine 
_ namely control tweaks and unpolished graphics. 


w _ vy 
This Is My Story.. ae PROTIP: Ifrit can heal himself with 

This adventure dabbles in religion—in particular the fire-related spells, Shiva with ice, and 

mindless obedience of tradition. You play the role of _Ixion with thunder. 

Tidus, the star player of the aquatic fantasy-sport : 
blitzball, a hybrid of soccer and football. Immedi- 
ately following an eye-popping opening cinema, 

Tidus is transported 1000 years to the future 

and finds himself the reluctant protector of a 


ne 4833 MPD 


ai, 


‘“summoner’—a magician who can control various 
monsters and who specializes in exorcising stubborn, unruly 
souls. A cast of colorful supporting characters comprise the 2S . ern 
remainder of your party—from pint-sized, hyperactive Rikku, who ROTI: If you're serious about blitz- 
asks nothing but questions, to battle-weary Auron, who seems to — ball, master the Jecht Shot on the 5.5. 
know everything, yet remains tight-lipped while his sword does the ccf eg a ree 
talking. Well-cast voice talent aids character development, despite this yaluable skill. 

a few whiners and sour notes. The game is also cleverly 


loaded with Fantasy icons: chocobos, cactuars (yes!), 


a 9 


moogles, and someone named Cid. 


“Believe.” 


This Fantasy is painfully linear, and despite the 
numerous side-quests and mini-games, you don’t 
need to engage in any extra-curricular activities 


in order to reach the conclusion—unless you're ae 
HP 6375 MP 207 


a masochist who isn’t fazed by dodging lightning [iiiNesasssen sueesmesCiulidec 
Wee eee «oon the Thunder Plains 200 times in a row or ag ee . ene 
RS 360 Bhd 305.” Pm ‘ a é . e s * 
iter erst | competing in a near-impossible chocobo race, PROTIP: The aeon Yojimbo is your best friend 


when you're facing tough physical opponents. His 


PROTIP: Among the most obnoxious 

enemies are those that cast healin > Bees high Evade attribute makes him invincible against 
ean g for the turn-based blitzball mini-game, which is everything except magic attacks 

spells on themselves. However, you 


can turn the tables on such enemies 
by casting Reflect on them. 


among other controller-hurtling diversions. As 


Use Special Abilities, 


Triple Foul 24 
Magic Break 6& 
Mental Break 12 


PROTIP: If 5 you panes a » balla that 


en 2 so ‘a a ma =i ‘owe i PROTID: When deslen with Bethune or wae or- PROTIP: | When battling Sin, vast Haste on all party 
paharecbabannal souieisey-Succebrsichtds > FomerEne ganic muscle-bound yeti-type creatures, cast Bio on members, and then unleash your strongest physical 


cme wiped out, your game it and. keep blocking until it expires. attacks and magic; summoning aeons takes too long. 
w ‘ 


#4 Abst ss 
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BY MAGE-OR MIKE 


FUN 
FACTOR 


Developed by SquareSoft GRAPHICS __SOUND__ CONTROL 
this adventure’s card contest, you'll either love it or hate it. Fortunately, Pinner iy Spee: Ee =y 
oe : ; ; $49.99 Role-playing 
everything comes with example-heavy how-to tutorials that keep you in Leslitle wea ey a 


| player 


the loop. The game also throws in—gasp!—replay value in the 
form of a foreign dialect that’s comprehensible only after you col- 
lect the translated alphabet. The information is carried over to a 
new game via memory card, and it enables you to discover hidden 
areas and mini-events from the outset. 


“You Know, Don't You?” 


Similar to other FF games, FFX has its own unique character 
building and battle systems—two of the best innovations in the 
series. Instead of a traditional level-up system, where characters 
automatically receive new spells and abilities after battle, players 
are rewarded with points that convert to spaces that are used to 
move across the Sphere Grid, a gigantic playing board. The system 
not only enables more customization per character, but it also en- 
ables more latitude as—conceivably—all members can learn every 
spell and boost attributes in all areas. 

On the combat front, players can also swap any teammate from 
the fighting troika during battle. Although the ATB (Active Time 
Battle)—a hallmark off the FF series—is absent, you won't miss it. 
Responsive controls do a remarkable job of keeping menu mainte- 
nance and battle tactics under tight command, but it’s easy to 
confuse friends and foes during battle, and you may ask, “Why 
did | just heal the enemy?” 


The Spirits Within 


FFX’s remarkable sights and sounds make significant contribu- 
tions. There's always plenty to take in as the environments are 
filled with color, special effects, and incredible details—not to 
mention rendered cinematic sequences that rival anything in the 
ill-fated Spirits Within movie. Fantastic as the visuals are, they do 
have problems: Some battles are rife with slowdown, and the 
frame rate frequently takes distracting nosedives. 


Maxiy Bethel See SG 


Witten Be cis sy 
funa lle BN ET 


PROTIP: Whenever you're faced with a mechanical 
enemy, Rikku should always steal from it. She'll ob- 
tain a useful item and dismantle the thing in one hit. 


oa a - 


Deals non—elemental damage to all enemies, 


PROTIP: When you take on Sanctuary Keeper at 
Gagazet's Summit Region, hit him with Blo or another 
poison-inducing attack, and then let loose with Yuna’'s 


aeons and their Overdrives. 


Each aeon has a distinctive “summon- 
ing” cinema that can be shortened in 
the Config. menu, 


GRAPHICS 4.5 


Paired with the visuals is impeccable audio. Spoken dialogue 
aside, the soundtrack is packed with effective, stirring music (the 
nostalgic nine-note battle-victory chime) and aesthetic effects 
(explosions, petrified enemies shattering into a thousand pieces, 
and shrieking aeons summoned onscreen), which add to the 
overall impact. 


final Analusis 


Even as Final Fantasy X’s climax hurriedly approaches—capped 
by an anticlimactic final battle—the narrative remains engaging 
every step of the way. And regardless of its technical short- 

comings, FFX is the best RPG you're likely to play this year, (J 


PROTIP: Make quick history of Dark 
Flan by inflicting zombie status on the 
monster and then giving it a Phoenix 
Down from your item inventory. 


and Auron. 
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eM 


FFX’s visuals are loaded with color, and 
the rendered cinemas are among the 
best that you'll find. However, there are 
frame rate problems, and some battles 
suffer from slowdown. 


As with other Fantasies, FFX has its 
share of memorable, beautiful music 
and excellent sound effects. The voice 
talent has also been well cast—al- 
though the dialogue usually isn’t in sync 
with the character speaking it. 


foe 


%: Display Status 
an use a sphere 


PROTIP: On the Sphere Grid, you « 


to activate a nearby node and not move on top of 
that node. 


CONTROL 4.5 
The control scheme is easy to learn, but 
its easy to accidentally highlight ene- 
mies during battle. Lack of a custom 
configuration also hurts the score. 


FUN FACTOR 5.0 

Despite its flaws, Final Fantasy X is a re- 
markable adventure that will leave 
RPGers more than satisfied. Complete 
with replay value, challenging bosses, an 
engrossing story, and side trips aplenty, 
here's the last must-have title of 2001. 
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THIS LIST GOES TO ELEVEN 


Another year, another 10 really tough decisions. 
Every CamePro editor argued with the voices in his 


or her head to come up with these highly subjective 
lists of their favorite games Of ZOOL. 5, the camepro Editors 


F Oo U R - CE 
1, Star Wars Rogue Leader: 
Rogue Squadron Il 


Simply breathtaking. From the en- — 
grossing action to the super-sharp 
visuals, this is the best Star Wars 
game ever. Even if you’re not a Star 
Wars fan, the gameplay will have 
you captivated until the very end: 


ail sub otanis- oil animation ec 
you glued to your screen. Halo makes 
#) ~you want to buy an Xbox. 


2% D A N ELE 
1 1. Tony Hawk's Pro Skater 3 
- With new courses, a level creator, and 
» | the awesome addition of online play, 
THPS3 on the PS2 has everything | 

1 want or need in a skateboarding game. 
This is good gameplay, pure and simple. 


2. Twisted Metal: Black ps2 


1. Grand Theft Auto Ill 
Although the subject matter in this 
game is questionable depending on 
individual tastes, no one can dismiss 
the technological intricacies of the 
virtual world that Rockstar creates. 
GTA3 delivers on the promise of the 
new generation of game systems. 


1. Silent Hill 2 

The most strangely satisfying game | 
played all year. A masterful, restrained, 
unnerving nightmare with some of the 
~ most awesome visuals ina very non- 

~ traditional sense ever to grace a console. 


g 
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2. Metal Cear Solid 2: 
Sons of Liberty ps2 


3. Cran Turismo 3 A-spec ps2 
4. Tennis 2K2 breamcast 
5. Half-Life: Counter-Strike pc 


6. The Adventure of 
Cookie and Cream ps2 


2. Metal Cear Solid 2: 
Sons of Liberty ps2 


3. Devil May Cry ps2 

4. Conker’'s Bad Fur Day nea 
5, Madden NFL 2002 camecube 

6. Silent Hill 2 ps2 


7. Pikmin cameCube 


K TF R & 


3. Max Payne pc 
4. Half-Life: Counter-Strike P PC 
5. NBA Street ps2 


6. Diablo II: 
Lord of Destruction pc 


7. Dance Dance Revolution ps 
8. Return to Castle Wolfenstein pc 


2. Madden NFL 2002 ps2 
3. Metal Gear Solid 2: 
Sons of Liberty ps 
4, Halo Xbox 


5. Mario Kart: 
Super Circuit cea 


6. NFL 2K2 preamcast 


3. Pikmin GameCube 

4. Metal Cear Solid 2: 
Sons of Liberty ps2 

5. Devil May Cry ps2 


6. Super Smash Bros. Melee 
CameCube 


7. ico ps2 
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7. Final Fantasy X ps2 

8. Super Monkey Ball cameCube 
9. Luigi’s Mansion cameCube 

10. Grand Theft Auto Ill ps2 
Best Educational Came: 

The Typing of the Dead Dreamcast 


8. NBA 2K2 preamcast 

9. Max Payne pc 

10. Cran Turismo 3 A-spec ps2 
Super Simian Award: 

Super Monkey Ball GameCube 


9. Halo xbox 
10. Rumble Racing ps2 


Biggest Disappointment: _ 
Sierra's lame-brained cancellation of 
the fully complete Half-Life for the 
Dreamcast. Why leave millions of 
fans stranded? Oh yeah—money. 


7. Tennis 2K2 Dreamcast 


_ 8. Cran Turismo 3 A-spec PS2 


9. Luigi’s Mansion camecube 
10. Spy Hunter ps2 


Best Educational Game: 


Who Wants To Be a Millionaire 
PS, PC, Mac | 


8. Colden Sun cBa 
9. Conker’s Bad Fur Day N64 
10. Super Monkey Ball camecube 


Best 2002 Game That 


Suddenly Became a 200! 
Came Before | Had a 


Chance To Play It: 


Final emai XPs2 


I. Final Fantasy X 
| Akin to 1999, a Final Fantasy game 
holds the top position on my list. 
Although Final Fantasy X—the first 
PS2 Fantasy—isn’t perfect, it was the 
most engrossing and enjoyable game 
| played all year. 


2. Rumble Racing ps2 
yay H Ec N 
1. High Heat MLB 2002 


Although it’s painful to rank the en- 
thralling Halo as second, High Heat de- 
serves the props. After playing a full 
season, | have no qualms about calling 
it the best baseball game in many years, 
and that’s like welcome rain after the 
long drought in quality baseball gaming. 


1. Silent Hill 2 


The scariest and freakiest game ever 
delivers the most memorable mo- 

ments in gaming this year. The finely 
crafted story manipulates you in de- 
lightfully nerve-racking ways. 


2. Dead or Alive 3 xbox 


mM i Ss Ss 
| 1. Halo 
Breath-taking graphics and immer- 
sive gameplay—this is a must for all 
shooter fans. 


2. Metal Gear Solid 2: 
Sons of Liberty ps2 


S P 


>» P A D D 
4 I. Max Payne | 
One of those games that makes you 
_ wonder why you wasted your time 
with all those other games. Years 
from now, people will still be saying, 
“Yeah, that’s a good game, but it’s no 
Max Payne.” 


1. Paper Mario : 
With the deep, turn-based battle sys- 
tem and addictive gameplay combined 
with atypical 2D style graphics and 
Captivating music, this is the most de- 
lightful game I’ve played in some time. 


2. Silent Hill 2 ps2 


3. Return to 
Castle Wolfenstein pc 


4. Castlevania: 
Circle of the Moon csBa 
5. Devil May Cry ps2 
7. Metal Cear Solid 2: 
Sons of Liberty ps2 
[ >) Fe. 8 Se. 


2. Halo xbox : 

3. Cran Turismo 3 A-spec ps2 
4. Half-Life: Counter-Strike pc 
5. Tennis 2K2 preamcast 


6. Star Wars Starfighter ps2 


7. Return to 
Castle Wolfenstein pc 


R I 
3. Metal Cear Solid 2: 
Sons of Liberty ps2 
4. Halo xbox 
5. Final Fantasy X ps2 
_ 6. Colden Sun cpa 
7. NBA Street ps2 


EE ELE 
3. Return to 
Castle Wolfenstein pc 
4. Hale-Life: Counter-Strike pc 
5. Diablo Il: 
Lord of Destruction pc 
6. Dance Dance Revolution ps 
7. Final Fantasy X ps2. 


ES | Ro ¥ E 
2. Devil May Cry ps2 
3. Dead or Alive 3 xbox — 
4. Dark Age of Camelot pc 
5. Grand Theft Auto III ps2 
_ 6. NBA Street ps2 


7. Return to - 
Castle Wolfenstein PC 


-F [i 

-3.1co PS2 

: 4, Luigi's Mansion GameCube 
5.Pikmincamecube 
6. Victorious Boxers ps2 


7. Metal Cear Solid 2: 
Sons of Liberty ps2 : 


8. Advance Wars cBa 


9. Black & White pc 


8. Onimusha: Warlords ps2 

9. C&C Yuri's Revenge pc 
10. Fear Effect 2: Retro Helix ps 
This, Too, Will Be Mine All Mine: 
Nintendo finally gave Capcom its due 


by snagging future Resident Evil games 
as GameCube exclusives. 


8. NHL 2002 ps2 
9. NASCAR Thunder 2002 ps2 
10. Red Faction ps2 | 
Best 5.1 Surround Sound Ever: _ 


Star Wars Episode I: 
_The Phantom Menace pvp 


8. Baldur's Cate: 
Dark Alliance ps2 

9. Luigi’s Mansion camecube 

10. Super Monkey Ball camecube 

Best Xbox Launch Game 

You Didn't Play: 

Project Cotham Racing 


_ 8. Tony Hawk's Pro Skater 3 ps2 
9. Twisted Metal: Black PS2 
10. Luigi’s Mansion GameCube 
Stupidest Marketing Move: 


Pricing and bundling the Xbox out of — 
the range of user affordability — : 


8. Ico ps2 
9. Metal Gear Solid 2: 
Sons of Liberty ps2 
10. Halo xbox 
Best Xbox Bundle: 
One Xbox, one sledgehammer, 
one pair of industrial safety goggles 


10. Bomberman 
Tournament csa 
_ Best Use of Martians 
With...uh, Ailments: 
Ciants: Citizen Kabuto ps2 


spectal reature 


IT’S YOUR CHOICE—USE YOUR VOICE! 


The year is o’er—it’s voting time! To spice things up, this ballot’s in rhyme. 
Check one box each and send it in—then brand-new systems you might win! 


wee PSD | 


Best Action Game 


A choice of spiders, spies, and slugs— 
not to mention Grand Theft’s thugs 


[_] The Adventure of Cookie and Cream ps2 
|_| The Bouncer ps2 

_] Cel Damage xpox/camecuse 
L_] Crazy Taxi ps/camecuse 

L_] Crazy Taxi 2 preamcasi 

[_} Dynasty Warriors 3 ps2 

|_] Grand Theft Auto Ill ps2 

(_] Metal Slug X ps 

|_| Pokémon Stadium 2 n64 

[_] Rayman 2 Revolution ps2 

[_] Sonic Adventure 2 pri 

|_| Spider-Man 2 Enter: Electro ps 


|_] Spy Hunter psa 
| | Twisted Metal: Black ps2 
L_] Zone of the Enders ps2 


Best Adventure Game 


Can Silent Hill’s scared little girl 
beat out Nintendo’s foul-mouthed squirrel? 


|_| Alone in the Dark: 
The New Nightmare ps/preamcast 


_] Conker’s Bad Fur Day né4 
L_] Devil May Cry ps2 
~ Escape From Monkey Island p 


Fear Effect 2: Retro Helix p 


Ico PS2 


|_| Jak and Daxter: The Precursor Legacy ps2 
LI 


| Klonoa 2: Lunatea’s Veil ps2 


L_} Luig’s Mansion camecuse 

(_] Metal Gear Solid 2: Sons of Liberty ps2 
|_] Oddworld: Munch’s Oddysee xsox 

[_] Onimusha: Warlords ps2 

L_] Resident Evil Code: Veronica X ps2 

L_} Silent Hill 2 ps2 
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anda ems OT: stint 


Best Role-Playing Game 


This year’s Final Fantasy is a mere reissue; 
that’s good for Baldur’s Gate and Persona 2. 
|_] Baldur’s Gate: Dark Alliance 

|_| Dark Cloud 

|_| Dragon Warrior VII 

|_| Final Fantasy Chronicles 


[_] Lunar 2: Eternal Blue Complete 


|_| Paper Mario 


|_| Persona 2: Eternal Punishment 
Phantasy Star Online Ver. 2 pr 
Record of Lodoss War 

|_| Tales of Destiny II 


Best Fighting Game 


The wrestlers and mascots are ready to brawl; 
could Dead or Alive wind up taking them all? 
|_] Capcom vs. SNK 2 


_| Dead or Alive 3 
_| Kengo: Master of Bushido 


|_| Project Justice « 


Super Smash Bros. Melee 
WWE SmackDown: Just Bring It 


Best Flight Combat Game 


This airborne battle won't last long— 
Ace is good, and the Force is strong.... 


Ace Combat 4: Shattered Skies 


|_| Star Wars Rogue Leader: 
Rogue Squadron Il « 


Star Wars Starfighter 1 


Vote only once 
in all categories 
to be eligible for 

prizes! 


GamePro T-shirt 


Cie, 


Best Combat Game 
Will Halo's deep mission-based gameplay run rings 
around Quake and Unreal—the FPS kings? 

|_| Half-Life 

|_| Halo 

|_|} Quake III Revolution ps2 

| Red Faction ps: 


_| Silent Scope 2: Dark Silhouette + 


| Time Crisis II 


| Unreal Tournament preamcast 


Best Racing Game 
Trucks leave their tracks and street racers make 
waves—but which game will garner the readers’ 
choice raves? 

| | 18 Wheeler: American Pro Trucker preamcast 
|_| Burnout F 

|_] Gran Turismo 3 A-spec ps 

|_|] NASCAR Heat 2002 ps2/xsox 

|_|] NASCAR Thunder 2002 ps/ 

|_| Project Gotham Racing x: 

|_| Rumble Racing & 

|_| Splashdown 1 

[_] Test Drive Off-Road: Wide Open ps2/xsox 


|_| Wave Race: Blue Storm camecust 


Choose seas or streets or snowy cold. 
Which X-game deserves to win the gold? 


|_| Amped: Freestyle Snowboarding 
_] Dave Mirra Freestyle BMX 2 


Mat Hoffman’s Pro BMX ps/preamcas1 
Shaun Palmer’s Pro Snowboarder ps: 
SSX Tricky ps2/Game 

Tony Hawk’s Pro Skater 2x 


|_| Tony Hawk’s Pro Skater 3 ps/ps2/GAamMecuBE 
|_| TransWorld Surf xso> 
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Best Sports Game: Football 


Brickabracker, firecracker, sis boom bah— 
end-zone touchdowns, rah rah rah! 


[_] Madden NFL 2002 ps/ps2/xeox/GaMEcuBE/Né4 


|_| NCAA Football 2002 psa 
(_] NFL 2K2 ps2/preamcast 
| | NFL Fever 2002 xsox 


Hockey, baseball, and soccer meet— 
but will they get beat by NBA Street? 


(| All-Star Baseball 2002 psa 
L_] FIFA 2002 ps2/camecuse 


L_] NBA 2K2 preamcast 

|_] NBA Live 2002 ps2/xeox 
|_] NBA Street psa 

L_] NHL 2002 psa/xsox 

L_] NHL Hitz 2002 xeox 


_] Tennis 2K2 preamcast 


but can it compete with a simian ball? 
(_] Dance Dance Revolution ps 

|_] Dr. Mario 64 nea 

|_| Frequency ps2 

|_| Fuzion Frenzy xeox 

|_] Mario Party 3 nea 

[_] Pikmin camecuse 

|_| Super Monkey Ball camecuse 


|_| The Typing of the Dead preamcast 


Best PC Game 


The monochrome masterpiece can’t be ignored— 
or will Max Payne prove mightier than Camelot’s 


sword? 

|_| Black & White 

__] Clive Barker's Undying 

|_| The Dark Age of Camelot 
|_| Diablo II: Lord of Destruction 
|_] Dune: Emperor 

|_| Giants: Citizen Kabuto 

|_| Half-Life: Counter-Strike 

|_] Hitman: Codename 47 

|_| IGI: I'm Going In 

__] Majestic 

|_] Max Payne 

|_] Motor City Online 

|_] Pool of Radiance 

__] Return to Castle Wolfenstein 


| | Serious Sam 


GAMEPRO FEBRUARY 2002 


Best Sports Game: Other 


|_| High Heat Major League Baseball 2002 ps2 


Best Brain/Reflex Game 


The Dance Revolution made fools of us all— 


Console of the Year 


You gotta have hardware to run all these games. 
So which one delivers? It’s time to name names. 


|_| Capcom vs. SNK 2 |_] Dreamcast 

|_| The Grid |_|] Game Boy Advance 
|_| Police 911 |_] GameCube 

__| Silent Scope EX |_| Nintendo 64 

|_| PlayStation/PS one 
|_| Tekken 4 |_| PlayStation 2 

|_] Vampire Night |] Xbox 

(_] Virtua Fighter 4 


Best Arcade Game 


Namco, Capcom, and Sega show brawn. 
Once thought to be dead, the coin-op lives on! 


|_| Smashing Drive 


Game of the Year 
Across all platforms, throughout the whole year, 
which game was the best? Just write it down 
here: 


Best Handheld Game 


You've got to say this for the Game Boy Advance: 
It's powerful, colored, and fits in your pants. 


|_| Advance Wars cea 


|_| Bomberman Tournament 6ea 


|_| Breath of Fire cea 

|_| Castlevania: Circle of the Moon cea 
|_|] Doom cea 

|_| Ecks vs. Sever cea 

|_| F-Zero: Maximum Velocity cea 


|_] The Legend of Zelda: 
Oracle of Seasons/Oracle of Ages csc 


|_| Mario Kart: Super Circuit cea Make sure 


you vote fora 
GAME and NOT 
a game SYSTEM! 


|_| Mario Tennis csc 

\_] Monster Rancher Advance esa 

|_| Pokémon Puzzle Challenge csc 

|_| Rayman Advance cpa 

|_] Super Mario Advance esa 

|_] Super Street Fighter II Turbo Revival cea 
|_|] Tony Hawk's Pro Skater 2 cea 


Name: 
Address: 


City/State/Zip: 
Phone Number: 


All ballots must be filled out completely and received by March 15, 2002 to qualify for the drawing. 
Return the completed ballot to: 


GamePro’s Readers’ Only one ballot per person will be accepted. 


Choice Awards Results will appear in the July 2002 issue. All 
PO. Box 193712 winners will be selected at random from com- 


San Francisco, CA 94119-3712 _ pleted ballots received by the deadline through 
the mail, online, or via fax. 


Or fax your ballot to: 
415/975-2610 


Or enter online at: 
www.gamepro.com 


We must have your completed ballot and your 
-full name, address, and telephone number so we 
may reach you for notification of your prize. 


Please vote for only one game in each category, or your ballot will be disqualified! 
No purchase necessary. Void where prohibited. Contest ends 3/15/2002. See page 139 for GamePro’s IIth Annual Readers’ Choice Awards Official Rules and Conditions. 
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a POWE LL TO THE PE OPLE 
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m Developed by 2015 


fl a po oe | = Published by Electronic Arts ibis naa | a 
Mec jal o Honor: _ fh . = Target release date: February 


PlayStation gamers have known the wonder that is Medal of Honor for years, 
OME the series is just now coming to PCs, and it definitely looks like an inva- 
sion worthy of the game's title. Medal of Honor: Allied Assault will cast you 
. 7 a6 Lt. Mike Powell, a soldier on the front lines of the struggle against Nazi 
2 Germany. Missions will include everything from squad-based rescue to the 
actual Normandy invasion, complete with Higgins boats, bangalores, and 
soldiers dying left and right from machine-gun fire and artillery. : 


Mi Garand. 
8} 


Medal ol Honor: Allied Assault will bring World War Ii to life on your PC i in a 
way you've never before seen. In some missions, you'll even hove! to depend» 
on your own band of brothers. 


PC’S FINE St HOUR 


Even with the unique missions and locations, Allied Assault 
will be familiar to PC FPS vets. Even the preview version was 

simple to grasp and easy to understand. The difficulty and 

frame rate still need some tuning, but the game already looks 

and plays great. Even in this early stage, Allied Assault looks 
like a contender for PC gaming's highest honors. 


‘Health oS <a 2 MUGarand —: 


-UN-UNREAL 
TOURNAMENT 


The preview version of Allied Assault 
scored points by mixing real-world mis- 
sions with a certain level of realism that 
makes you feel like you’re in the war and 
not rocket-jumping about in 1940s France. 
You'll go up against the enemy in real 
_ World War II locations like France, Ger- 
many, and Northern Africa, using real. 
Allied and Axis weaponry. There will even be missions in which you man a mounted 
machine-gun while a fellow soldier drives your Jeep through enemy territory, or 
where you drive a tank and try to take out enemy buildings. The early version’s 
realism seemed to rest comfortably between Unreal Tournament and Rainbow Six— 
real enough to be immersive, but not so real that it interferes with the fun. 


= 


2 ot qpremeney 
Heaith ae PSpring eficiat ‘OS Sniper — 
166 5 FG —~nreeneee 


Health 
= 300 
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The first Star Trek © game 
on PlayStation® 2. 


4-player head-to-head action. 


Violence 


: CONTENT RATED BY 
ESRB . 


| merece RAVEN 


Published and distributed under license from Activision Inc. and its affiliates TM, ©, & © 2001 Paramount Pic: 
licensed from id Software, Inc. id Technology © 1999-2001 Id Software, inc. All Rights Reserved. Activision i 
their respective owners. Licensed by Sony Computer Entertainment America for use on 
trademark of the Interactive Digital Software Association. © 2001 Majesco Sales, inc. 


al V ISION A wiaacee www.majescosales.com 


tures. All Rights Reserved. Star Trek, Star Trek: Voyager and related marks are trademarks of Paramount Pictures. This product contains software technology 
'S a registered trademark of Activision, inc. and its affillates © 2001 Activision, inc. and its affiliates. All 


other trademarks and trade names are the properties of 
the PlayStation 2 computer entertainment system. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment inc . The ratings icon is a 
y y (og 8 9 


GAMEP RO 


4 = Developed by Gray Matter/Nerve seers __SOne 


= Published by Activision 
m $54.99 m Action 


@ Available now = 16 players 


Seeruvmnienied aT" FIRST-PERSON-SHOOTER 
i alas aa genre practically began with 1992's 
Windows 95/98/ME/ Wolfenstein 3D, and although Return to Castle 


NT4.0/2000/XP Wolfenstein isn’t nearly that groundbreaking, it lives up 
Pentium III to its legacy with gripping gameplay and sweet graphics. 


emt Saving Private Redfield 


SME RAM RTCWs plot is a mishmash of cheesy cut-scenes and 
1.1 GB on HD half-baked mission objectives involving the Nazis’ attempts 
to create zombie supersoldiers during World War Il. Because 
of the weak story and the fairly predictable enemy A.I., the game 
doesn’t forge the enthralling feel of games like 
Halo or Half-Life. 
Fortunately, that's the only real downer in what is otherwise 
an outstanding dose of FPS goodness. The exciting gameplay 


PROTIP: Whenever you hear a fe- 
— male voice say, “Get ready!” as you 
\&* ~~’ battle through the church in Level 2.3, 
a you're about to be ambushed by von 
; Bulow’s Elites. 


mixes gonzo combat with occasional stealthy moments and. a é “a 
lots of “unlock the door” puzzles. On a typical mission, you'll WN p | 
start out chasing some whup-the-Nazis objective like trsh-*? 6 4 = 4 

ing V2 rockets, and along the way, you'll gradually encounter eX X 


spooky occult weirdness. A big part of RTCW’s allure is the 
creepy, gothic atmosphere —the presentation of the zom- 

Level 3 by using the binoculars to time bi Say h P : i P dite b 

Your run into open space when the ies and other creatures is well executed and can be gen- 

guards are looking the other way. uinely unnerving at times. 


Band of Banshees 
On the multiplayer front, RTCW delivers a deep, intriguing twist 
on the wildly popular Counter-Strike. The action here is more 
cerebral, emphasizing teamwork and accomplishing specific ob- 
jectives over twitchy combat— it’s great fun. The effective con- 
trols will feel standard to any remotely experienced gamer. As 
with all good controls, you'll rarely notice them. 

RTCW's slick graphics and sounds set the perfect mood. 
Haunting music and excellent sound effects pair nicely with 
the gorgeous, well-lit environments and smoothly animated 


PROTIP: Handle the watch towers in 


in the multiplayer game, cooperating 
as a team and accomplishing the level's 

- specific objectives is the only way to 
succeed. 


or, oe 2 y/ monsters and Nazis. PROTIP: The flamethrower is most 
PROTIP: The von Bulow boss won't pass through Surveying the WWII theater, RTCW’s compelling action will —_ effective when it's fired in short bursts. 


the broken wall that leads to the room where the — most likely be overshadowed by the more promising Medal of 
level began. Use this to your advantage by lurking tL yonor: Allied Assault. Still, this engaging battle is well worth the game's fairly steep price 


in the doorway, emptying a clip into her, and then ee ee ; : 
retreating to safety. tag, and it will pleasantly tide you over until it's time to start earning medals in February. G 


BY DAN ELEKTRO 


: ) OR ET Developed and published by GRAPHICS __ SOUND 
Motor City Online ep “Devcon 


To REALLY ENJOY Motor City Online, you'll have to be one part speed Yes AW 2339.99 = Racing 
freak, one part grease monkey. The game offers tons of classic cars spanning Va SEEe ee oe 
five decades for you to buy, sell, upgrade, tinker with, and race. However, just as flight 

sims are mainly of interest to real-life pilots, Motor City Online is a haven for folks who 
memorize the Mopar catalog. Unless you're willing to learn just how an improved valve 
train or intake manifold can boost your horse- 
power, don’t bother with Motor City Online. 

A broadband connection isn’t required to con- 
nect to the persistent online racing world, but 
you'll want to appreciate the hi-res, accurately re- 
created car models lag-free. A selection of in-game Pe 
radio stations cranks everything from rockabilly to ;  # 
funk, and the engines (and horns!) sound authentic. [f- KEN ae Ole: loge N. 
Full force-feedback wheel support means you'll feel PROTIP: Most players use GTOs on the 


every roush idle and every sickening crash. As long Falrsrounds because they're quick off the 
ing this game without a quality steering Y § y 8 § line, but the Bel-Air's beefier horsepower 


wheel. Seriously-it's the single biggest °S YOU'S prepared to be your own mechanic (and can be a boon in later laps. 
‘edge you can give yourself in Motor you're prepared to pay $40 plus an additional $10 


City Online. monthly), Motor City Online is a killer ride. 1G) 


Recommended 


System Specs 


Windows 95/98/ME/ 
2000/XP 


Pentium Ill 
500 MHz 


128 MB RAM 
550 MB on HD 


DSL/Cable modem 


s a 


PROTIP: Don't even think about play- 
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PROReCViCUS 


FUN 
FACTOR 


SOUND _ CONTROL 


® Action 


f : y 3 . } x a * P a 16 players =p 
VERSUS 


THE THREE MOST dangerous 
species in the galaxy fight it out over a 
far-off planet. It sounds like a recipe 
for the perfect game, and Aliens Ver- 


Recommended 


System Specs 


Windows 98/ME 


Pentium III 700 


| ee 128 MB RAM 
, sus Predator 2 comes extremely close. 
Tr 4 _ - — | 750MBonHD 
: ape | AVP2 centers on a single planet, LV-1201. Aliens have bred there for thousands of years. Predators | cae 
PEER: Predators are much stronger have hunted Aliens there for generations. Of course, humans have recently landed to disturb the wy ~ a 
local balance. These three species must engage in a battle for superiority over the planet. "s 
F aS +. 
AVP2 bests the original in just about every way. The difficulty has been tuned > NR dk z / 
so that it ramps up intuitively as the game goes on. Each species has special SES cael 


controls that handle really well, though the Alien’s wall-crawling gets disorient- 
ing, and you'll want to remap some awkwardly placed keys. 

This is definitely one of the best presented games for the PC. You've never 
seen the Lithtech engine crank like this with incredibly detailed environments 
and well-designed enemies. The utterly perfect soundtrack delivers exactly the 
mood you want, from the smooth coolness of the Predator’s snarl to the eerie 
silence of the Marine's pinging motion tracker. The Marine campaign is not for 
the squeamish; you'll spend a lot of time breathlessly emptying clips into harm- 
less wildlife that blipped into your motion detector. 


P — 
3 oe o 
i on, 


: AVP2 is one of “— wales PC sia to come out in some time. As you play, you'll keep hearing, “This is so cool” ringing 
in your mind—in those moments between mowing down waves of bugs and calming your violently beating heart. 


BY FOUR-EYED DRAGON 
HILE THE MUCH-ANTICIPATED [NES] m= Developed by Red Storm GRAPHICS __SOUND CONTROL FACTOR 
follow-up to Red Storm's squad-based  ,@ageyeet "Published by Ubi Soft 
: : wet eT ot $44.99 ® Action/ 

tactical series still deals out the same EEE w Available now strategy 
frustrating A.I., Ghost Recon never- mI player 
theless has been worth the wait as it pro-- me 
duces an exciting and exhilarating wartime Prijs ' | eS. , 7 Recommended 
experience. bias r rae aa 

4g - — Windows 9X/ME/ 

2000/XP 

In Ghost Recon, it's the year 2008. You 
lead a group of elite Army Rangers nick- 
named “The Ghosts” into a war-torn Rus- 
sia. Your objectives: to rescue hostages, sail es mm fort | GB on HD 
defend allies, and assault enemy soldiers == = meee the sq 
through 15 missions. You'll use real-world weapons and fightin in environments that are disturbingly life-like. Indee 
locales you visit are beautifully designed and complete with an array of various weather patterns, terrain, and sc ner 
It also doesn’t hurt to experience all of this on a high-end PC and with your speakers turned all the way up for an _ 
adrenaline- -pumped audio show of weapon effects. 


Pentium 2/450 | 
128 MB RAM 


| B of up to six troops that can be br 
down into three squads. Before you ‘start a mission, you equip seat to 
discretion, then on the battlefield, g 
| experience. You can now comma 
| new heads-up display. 
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GRAPHICS 
a Camelot Software Planning 
= Published by Nintendo 

m $34.99 = RPG 


@ Available now @2 players 


made m 
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* BY PONG SIFU 


® Developed and published by Ome, GRAPHICS 
Nintendo 


gq ™ $34.99 @ Action/ 


w@ Available now adventure 


ml player 


BY STAR DINGO 


¥ = Developed by a cRarnics 


4 Graphic State Games 

{ @ Published by Maje>-o 

mM 2$39.99 = First-person 
shooting 


@ Available January ye 
players 


SOUND CONTROL 


What are 4att aoina? Voi 7a i a 
ela y water! |r 


SOUND CONTROL 


CONTROL 


FUN 
FACTOR 
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EVERYONE 


Bungee jump. 
Water ski. 


Surf. 


Power-slide. 


Get untamed. 


Mild Violence 


NINTENDO 
GAMECUBE... 


DECEMBER 2001 


PlayStation.2 
NOVEMBER 2001 


tation.c a. 


. = . EINES 


Ubi Soft 


www.ubisoft.com 
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BY DAN ELEKTRO BY PONG SIFU 
™ Developed and published by Namco 
Game Boy ADVANCE 


= Developed by Vicarious Visions 
m™ Target release date: February 


= Published by Activision 
™ Target release date: Spring 2002 


af Bh 


Bea 


fan ee a 


Be ee 


eee 


i) = 
SWITCH Mm 


BY STAR DINGO 
™ Developed by WOW Entertainment 


m™ Published by THQ/Sega | KE (= 
™ Target release date: ae V4, me 6 Target release date: 
First Quarter 2002 =: First Quarter 2002 
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WelCOME TO THE 
MeN RT PSARVALLITG 
MORLY OF 


HARVEST MOON! 


our goal is to successfully 

save your family’s farm and 
the surrounding village from 
being turned into a resort. Ss 
Do you have what it takes to 
SAVE YOUR HOMELAND! 


5 ~- | 
Make friends with over Explore an innovative non- Nine different endings 
twenty characters, all linear game system with a and plenty of events 
with changing attitudes bushel of subplots and make every day on the 
and opinions! entertaining storylines! farm anything but routine! 


EVERYONE 


USE OF ALCOHOL NATSUME Victor www.natsume.com 


Interactive Software 


Harvest Moon and Natsume are registered trademarks of Natsume Inc. Serious Fun is a trademark of Natsume Inc. © 2001 Natsume inc. © 2001 Victor Interactive Software Alli rights reserved 
PlayStation” and the “PS” Famify togo are registered trademarks of Sony Computer Entertainment inc. The ratings icon is a trademark of the Interactive Digital Software Association 
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Paya 
Sony 


RSTMANK fF 
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Sasa 1p A 
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st & Decne: Tr Preconsan | 


THERE IS A WORLD PARALLEL TO 


OURS, WHERE THERE HAS 


NEVER BEEN A BETTER TIME FOR 


THE EMERGENCE OF HEROES. 
ONES THAT ARE BRAV 
ONES THAT ARE COURAGEOUS. 
\ND FOANSWER THAT 
AND TO CHALLENGE THE FORCES OF 


DARKNESS ARE TWO WARRIORS. 


L, MAYBE ONE WARRIQR. 


Ave A NEw LEGACY IS BORN: 


_“ 


its 
PREGURSOR LEGAGY 


EVERYONE 


® 
& Violence 


WWW.JAKAN DDAXTER.COM 


Prepare for a beating... 


The tirsit real night of the 21si century is coming to PlaySiatione2 
computer enteriainment sysiem... 


GAMEPRO wo 


lua Figh 
| Sweeps 


~ For Mail-in entries, please send a standard-sized postcard with your name, 
address, and date of birth to the following address: VF4 Tournament 
Sweepstakes; PO Box 193712; San Francisco, CA 94119-3712. 


Win the Sweepsiakes and you get: 


® A&A weekend in San Francisco and a chance to compete in the VF4 Tournament! 
° & coupon good towards a PlayStation 2. Redeemable at your local retailer. 
* A copy of the PlayStation 2 version of VF4 signed by Yu Suzuki! 


Win the Tournament and you'll be awarded: 


° Your very own VF4 Arcade unit—signed by Yu Suzuki himself! 


For your chance to win, go to the official site: 


www.gamepro.com/micro/vf4 


_ =PlayStation, c 


z 


iN t 

| pee 

. : we 4 7 : 
SEGA is registered in the U.S. Patent and Trademark Office. SEGA and_ ) 

Virtua Fighter are registered trademarks of SEGA Corporation, Présented 

by SEGA © SEGA-AM2 Co. LTD./SEGA CORPORATION, 2001. ss 

www.sega.com “PlayStation” and the “PS” Family logo are registered trade- 

marks of Sony Computer Entertainment Inc. All Rights Reserved. 

Sony Computer Entertainment America takes no responsibility for this offer. 
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BY AIR HENDRIX 


® Developed by Black Box 
® Published by EA Games 
® Target release date: March 


PLAYSTATION 2 


CLASSIC RACING series, Need for Speed has always been about peeling 
out in a diverse lineup of exotic sports cars. And, after a mishap with its last 
Porsche-only edition, the franchise is returning to the roots of its success 
for its PS2 debut. Need for Speed: Hot Pursuit 2 will bring back the cars 
and the cops as gamers will be able to slide behind the wheel of a Ferrari F50, 
‘ Lamborghini Murcielago, Porsche 
Carrera GT, McLaren Fl, Dodge 
Viper, Chevrolet Corvette, and 
more than 14 other sleek rides. 
Damage modeling will show the result of every scrape and collision, and 
you'll be able to earn some modifications, such as magnesium wheels — 
but since these cars will all be pretty sweet, upgrades won't be a big focus 
like they are in the Gran Turismo series. 

The cops will come into play in Hot Pursuit mode as you battle traffic 
and the law to make it to the finish line. Mini-game—ike challenges—avoiding 
TMS Shas cc 7 damage, dueling another car, and so on—should provide plenty of variety. 

coe ~ | There will also be a career-style mode that offers an intriguingly fresh take 
on the genre: Instead of tackling cups and tournaments, you'll find a 
branching tree of races that lead to challenges and rewards, and you'll 
be able to pick your path to the tracks and cars that you prefer. The 12 
courses will all be large circuits with alternate paths along eye-catching 
locales like the road to Maui’s volcano. The mere phrase “need for speed” 
is enough to juice the adrenaline of most racing gamers, so if EA can live 
up to those hopes, Need for Speed: Hot Pursuit 2 could become one of 


the year’s early favorites. @ 


BY AIR HENDRIX 


Developed by Page 44 


ore pia age te 4% Published by EA Sports Big 
Sx MEETS SUPERCROSS a = Target release date: March 


is a pretty succinct summary 
of FreekStyle, the newest entry in EA Sports’ Big line. Jammed with over-the-top tricks, attitude, and tattoos— 
lots of tattoos—FreekStyle’s eight freestyle supercross stars (Mike Metzger, Brian Deegan, and more) will 

compete to rack up the fastest time while busting the sickest tricks. The nine outrageous tracks will range 
from Southwestern deserts with huge jumps to pristine gardens ripe for the wrecking. If the slic 
team fulfills the potential of the very early preview version, Freek- 
Style might be one of the spring's hot rides. G 


PLAYSTATION 2 
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Legacy of Kain: Blood Omen II 2S 


BY DUNJIN MASTER 


Published by Eidos 
Target release date: Spring 2002 


PLAYSTATION 2 


FIRST LOOK 


Four hundred years after he damned the world in the original Legacy of 
he finds his lands ruled by the iron fist of a mysterious figure who has fot 
the vampires from their homeland. Now Kain must re-conquer the land an 
——— rrr - See : defeat armies of soldie 
and hordes of demons. 
“Eidos touts Kain as 
“the most evil figure 
ever to grace a video 
game console,” and Blood Omen II will enable you to revel 
in Kain’s vampire nature. Every human in the game will be 
a possible health power-up, as you'll devour their blood in 
gory streams. You'll be able to take the form of mist, per- 
form insane long-distance leaps, take control of the minds 
of your enemies, and use even more dark gifts to retake 
the lands of Nosgoth. You'll also have the ability to pick up 
the weapons of fallen foes and use them in combat against 
the hapless mortals who stand in your way. Blood Omen II 
should give sinister gamers a thrill. (G) 


Dog Some ae oe eae 
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r 
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Blood Wake fe 8 Developed by Stormfront Studios 


Cc? Published by Microsoft 
BLoop WAKE Is making Nuh Target release date: January 


headway as it cuts a swath 
toward the Xbox ocean. The title makes the game 
sound...well, vampiric, but it actually has to do with 
the story line’s brother-versus-brother tale of revenge. 
You'll pilot 10 different types of warboats armed to 
the gills to complete 25 single-player missions. 

The preview version sailed in with very slick “ship” 
physics that felt pretty cool. The high-powered warboats 
skipped across the surface of the water and sailed in 
slo-mo through the air 4 la Hydro Thunder whenever 
explosions crashed nearby. 

There will be nine types of missions, including ship- 
versus-ship battles, escort duties, recon patrols, and 


ship-to-land attacks. The early stages in the preview disc served up challenging objectives—good thumb 
exercise —and long-distance to medium-range combat was a blast. Close-in ship-against-ship fights were a 
little tricky, requiring quick down-throttles for tight turns and clam-slow backups. 

Will you be the baddest boat on the ocean or crab food at the bottom of the bay? You might want to 
take a turn at the helm of Blood Wake to find out. @ 


UPDATE 


J — Ls 
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BY MAJOR MIKE 


IN mW 
previews 


Developed and published by Capcom 
2 S Se Target release date: January 


FIRST LOOK 


WitTH ONIMUSHA ALREADY a huge hit on the 
PlayStation 2, Capcom is enhancing the adventures of 
Samanosuke for the Xbox. Genma Onimusha will tell 
the tale of a lone samurai who's out to rescue a kid- 
napped princess from supernatural forces that have run 
-amok in 1560 feudal Japan. Yet wantin a usha will 
avoid the pitfalls of a “straight pert. 1 additional 


Genma Onimusha will be awash in new play i 
ments, such as extra hidden costumes and new 
areas. In particular, a tall tower challenge, similar to 
the Dark Realms, will have you battling several consecutive waves 
of monsters to net rare and valuable treasures. Other new tweaks 
will include a Soul Rope-Pulling System, where you'll “compete” 
with monsters for freed souls, and a new Burst Attack, which 
will transform stored soul energy into a deadly one-shot attack. 
The honorable quest will begin in late January. (Gr) 


tele ath 


s Yi iala 
Hunter: The Reckoning < : Developed by Digital Mayhem 


- Published by Interplay 
INTERPLAY 1S KNOWN for ex- > a mTarget release date: March 


cellent translations of popular table- 
top RPGs, such as Baldur’s Gate. This time, the company is taking White 
Wolf Games Studio’s popular pen-and-paper RPG, Hunter: The Reckoning, 
and making it a hardcore, action bloodfest. 

The world is secretly ruled by shadowy creatures of the night—vampires 
and werewolves who treat human beings like cattle. A mysterious force 
has given a handful of normal humans the power to become Hunters, who 
fight back against the 
forces of the night. © 

Deviating from the 
White Wolf RPG in structure—but not in style—The Reckon- 
ing will enable you to pick one of four Hunters and kick some 
undead ass. A slick combination of melee weapons and violent 
firearms will guarantee that you’re never left unprotected. While 
you'll have enough weapons and moves to send the evil legions 
back to the grave, you'll also have access to magical Glyphs that 
make you only more of a badass. If you need help, you'll be able 
to enlist three of your friends for some founpierer: vampire- 
stomping action. 
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the games. 


www.espnthegames.com 


NINE THRILLING EVENTS. 


AND CURLING. 


WStanzi AUT 5 


Which is not to say this sport of Canadian kings won’t put a lump in your throat. After 
all, this is ESPN International Winter Sports 2002. And whether you're hucking ho-hos 
off the halfpipe, soaring off the ski jump, or reaching for records in any of the other eight 
events, your every triumph—and every defeat—is part of an authentic ESPN telecast. 
So smile wide and breathe deep. You wouldn't want to lose your cool on the ice. 


Downhill | Slalom | Freestyle | K90 Ski Jump | K120 Ski Jump | Bobsleigh | Snowboard Halfpipe | Figure Skating | Speed Skating | Curling 


EVERYONE 
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: he . Ss) vi Developed by Treyarch 
Published by Activision 
Target release date: May 


Spider-Man: The Movie Game 


Ir THERE’S ONE title that | 
standing tradition of abysmal g 


ke it will break the long- 
ed on movie licenses, it 


Treyarch—which i is known Pe its 
OT Sehalligh and the Tony Hawk’s 


film, and then extrapolate from it by adding new s tory elements 
and villains, such as Shocker, Scorpion, and The Vulture. 
Though it will be based on the same excellent engine of the 
first Spider-Man, Spider-Man: TMG will feature much more 
in-air maneuverability and an all-new aerial combat system 
_ for use against airborne foes. Spidey will also boast new web 
abilities, which will enable him to easily swing around buildings, 
change directions, and mov rtically along web lines. The 
graphics already look su with beautiful textures and a 
vast, amazingly detailed free-roaming New York City. Spider- _ 
Man: The Movie Game's release will coincide with the film’s 


May premiere. G7) 


BY FOUR-EYED DRAGON 


Developed by Opus 
Published by Crave 
Target release date: 


THE VISUALLY BRUTAL and et Woareer 2002 FIRST LOOK 
highly skilled combatants of the 


Ultimate Fighting Championship will once again show off their martial arts 
expertise for gamers. Previously, Dreamcast and PlayStation owners were 
knocked out by UFC’s simple gameplay tactics and stunning graphics. The 
PlayStation 2 version promises to provide the same action plus more. 
You'll be able to choose from 25 real-life brutes and battle in various 
game modes like Arcade, ucblanbiae= si a and Career. You'll even 
au “fm be able to partici- 
pate in specialty 
tournaments that 
are grapple- or kick-only events. The highlight, however, 
will be the option to create custom brawlers, and train 
them by sparring in gyms and practicing fighting styles like 
karate and jiu jitsu. Between the look of these early screens 
and the fact that the actual UFC event is gaining popular- 
ity all over the U.S., UFC: Throwdown could be an in- 
stant...um, hit on the PlayStation 2 with fight fans. G 
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Also known as the “Don‘ t Try This 


At Home.* The nice part of this trick is that once 
you‘re insane enough to try it, you're probably 
ready for a magazine cover. 


“THAT rons A NICE. 
TRICK. 

FREESTYLE: 
“DAG! * 


Hy 


ENGLISH: 


PANTS.” 
FREESTYLE: 
“DAG.” 
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FRACTURED MY |‘ 
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BY STAR DINGO 


Developed by Sonic Team 
= Published by Sega 
= Target release date: February 


GameCuse 


SONIC’S SECOND DREAMCAST excursion has been redubbed Sonic 
Adventure 2 Battle for its GameCube reincarnation—because the “Battle” 
will be the biggest change for Sega’s spiky, cobalt-colored avatar. While the 
Dreamcast version’s two- peer modes were fun, they were kinda stilted by ee gd 

| a lack of variety in level ol 
selection. The GameCube Seat 
edition aims to fix that 
monotony problem with 
roughly a dozen stages for 
each of the two-player Racing, Hunting, and mech- seine Shoot- 
ing modes; new characters like the giant robotic Chao Walker; 
and the option to select previously hard-to-get hidden characters, 
like Amy and Chaos, right from the get-go. 

The still-early build of the game blazed in two-player mode 
(sorry, no four-player)—though apart from extra detail in the 
backgrounds and a lot less pop-up, thanks to the ’Cube’s in- 
creased blast processing power, the game looked nearly identical 
to the Dreamcast version. In 
fact, aside from the enhanced 
Chao Garden (which will en- 
able you to transfer Chaos, 
eggs, and food to and from 
your GBA mini-garden even 
if you don’t own Sonic Ad- 
vance), Sonic's cerulean single- 
player song will remain pretty 
much the same. @ 


BY DAN ELEKTRO 


= Developed by Kodiak 
y .] ™@ Published by Encore Software 
11DEO GAMES ARE in desperate need of new ideas—you can play only = |4 | Target release date: February 


sO fe copycat reneing & and racing isi before you crave something truly 
unique. Circus Maximus is shaping up 
to be truly unique, blending chariot 
racing with gladiatorial melee combat: 
Call it Rome Rash. 

You'll be able to mix and match 
your chariot, horses, driver, and war- 
rior from Amazon, Roman, Greek, 
or African cultures, and then race 
through seven ancient realms in bloody, 
brutal battles for first place. Players will choose to control both the chariot and its warrior simultaneously, or two 
players will share one rig for a wild co-op experience. Developer Kodiak has re-created landmarks and temples in all 
the right places. What's more, the graphics looked quite impressive in the preview version, and the action was intense — 
you could ram opponents into rocks and over cliffs, or perform one-hit kills if you had the skills. The controls were 
pleasantly complex, so you should prepare for a small learning curve. A good idea with excellent execution, Circus 
Maximus ee * looks “ek it’s on ie sei to Xbox semen G 
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BY D-PAD DESTROYER 


Developed by Core Design 


Published by Eidos 
Target release date: February 


PLAYSTATION 2 


your fancy in another way with 
come a master herder in order t 


ra tournament and embark 
n an evil spell. You'll have to apply 
all your herding knowledge —gained as the game progresses—to 

win. The preview version needed some work in tiygasound Gepart- 
ment, and th al 
corralling cute, litle animals into pens End explorin 
filled environments, you just might want to join the herd. a 


Sled Storm 2 


THE ORIGINAL SLED STO 
was an underappreciated classic 
the PlayStation, but if EA can deliver 
a repeat performance on the PS 2, 
this series will probably vault to star- 
dom. Sled Storm 2’s arcade-style 
snowmobile racing will go down 

in seven environments 
packed with secret short- 
cuts, alternate routes, 
bone-jarring moguls, and 
vertigo-inducing cliffs. The 
courses will be lined with destructible objects like buildings and signs, 
and driving your sled through them will build up your speed-boosting 
Storm meter. Now, the only remaining question is whether this sequel 
will bring back those cute little rabbits that were so hilarious to hunt 
down and mow over in the first game! @ 


BY AIR HENDRIX 


Developed and published by 
EA Sports Big 


Target release date: March 


PLaySTATION 2 


FIRST LOOK 


BY TOKYO DRIFTER 


i ©6™ Developed by Criterion Studios 
= oe oe Published by Namco 
SADLY, HOVERBOARDS rT? Target release date: January 


as seen in Back to the Future 
Part Il have yet to materialize in real life. Airblade is hoping to bridge the 
gap that technology has not yet conquered, while throwing in phat trick- 
busting to boot. Level objectives like board tricks are nothing new, but 
Airblade will also throw in a story where you'll have to save your friend 
Oscar and take on the nefari- 
ous GCP corporation, a feat 
that will not only unlock 
characters and levels to be 

used in the Score Attack and SE = ar | 
Freestyle modes, butalsoan | | 
unspecified “greater chal- | 
lenge.” The graphics in the 
preview version looked great, 
and the controls are coming 


along nicely. G 
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ARE YOU IN CONTROL OF YOUR SHADOW? 


from the village of Tenel who has lost 


Don't be certain. At least, not until you meet Ari, a young boy 
control of his to the spirit of a 300 year old evil king. Now it’s up to you to join him on a quest fo help 
win it back. Along the way, solve puzzles, decipher mysterious clues and fight battles in a bizarre 


adventure that will test your wits, skill and make you question the proof of your own reality. 


Comic Mischief 
Mild Language 
Mild Violence 


“ty 


A rainbow of extravagant colors paints 
Jak and Daxter as the next adventure 
masterpiece. 


only after his drill malfunctions. 


_PROTIP: To find the hidden power 
_cell in Mountain Pass, you'll need to 

_ activate the fire Eco in Snowy Mountain. 
Once You do, fire a Shot at this gray 
rock, which will reveal the cell. 


PROTIP: fo deactivate a precursor 
blocker, perform a double jump and 
then a twisting attack to glide above 
the force field. 


PROTIP: Continuously jump to move 
faster in water. This especially helps in 
the Lost Precursor City. 
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PROTIP: Attack this driller behemoth 


BY FOUR-EYED DRAGON 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


Developed by Naughty Dog 
Published by Sony 
$49.99 


Available now 


Action/ 
adventure 


| player 


4 ONY’S NEWEST MASCOTS take center 
stage with vivacity as they serve up a gen- 
uinely gratifying adventure from start to finish. 


SHAMELESS PROMOTION 
FOR ICO. .ER, ECO 


Jak and Daxter’s story flows just as smoothly 
as its gameplay. Playing as Jak, you'll find your 
wisecracking friend, Daxter, has fallen into a 
pit of black Eco, which has transformed him 
into a scrawny, furry creature. The only way to help 
him is to find a mysterious mage who can turn Daxter back to his 
normal form. Along the way, you’ll need to collect items like power 
cells that energize slick vehicles and precursor orbs, which are a 
form of currency with the local villagers. The items are scattered 
throughout a beautifully created world of lush environments, color- 
ful backdrops, and sharp-looking locations. 

Truly, Jak and Daxter’s world consists of nothing but an astonishing 
amount of detail. Opulent in color and design, each area is craftily connected 
to the others. In fact, you can literally travel as far as the eye can see — 
there’s hardly any draw-in or any other annoying fog effect that might dis- 
suade you from moving forward. And every region consists of something 
totally different with its own eye-inspiring originality. Monsters aggressively 
move with ferocity, while Jak animates with distinct movements, such 
as walking differently in knee-high water or on slippery ice. 


LEGACY OF THE BANDICOOT 


Fans of Naughty Dog's previous creation, Crash Bandicoot, 
will notice some significant gameplay similarities. However, 
Jak still moves with finesse and some creativeness 
of his own. Simple button presses enable Jak to 
perform double jumps, spin attacks, and a hurl- 
ing uppercut. He can also drive a hovercraft and 
ride on top of a fiery bird with ease. Thankfully, though, Jak doesn't move 
on rails like Crash, so you can explore as much or as little as you want. 
Jak can also power up through different Ecos, which can enable him to 
have totally different attacks. 

It’s odd that Jak does all the work, while Daxter does all the talking. 
Still, what Daxter can’t do in actions, he certainly makes upsfor in 
entertainment value with his wacky comments throughout the game. 
In fact, the voice-overs of the entire cast create a good dose of amuse- 


the 
PRECURSO 


RILEGAC' 


bY 


<< 


GRAPHICS _ 5.0 


Jak and Daxter finely,illustrates the PS2's 
ability to produce high-quality visuals. 
Creative level designs are full of colorful 
imagery that ranges from vivid back- 
grounds to sharply animated characters. 
Les 
The game's subtle and upbeat back- 
ground music is in tune at every turn. 
You can count on many laughs with a hi- 


larious cast of voices, which also helps 
the game's overall Fun Factor. 


| CONTROL 4.5 


Standard attacks like spins and aerial 
poundings are a cinch to pull off. The ad- 
dition of different Eco power-ups pro- 


ment throughout the adventure. 


NEW JAK CITY 


Welcome, Sony’s new heroes. Jak and Daxterdéserve much acclaim 
for their first—and hopefully not last—adventure, which is good 
enough to be enjoyed by everyone. G 


duces more depth in the gameplay. 


FUN FACTOR 45 


Jak and Daxter: The Precursor Legacy 


will captivate you for hours. Its premise 


is straightforward, yet there’s somuchto 2 
do and see, along with some sizeable 


PROTIP: Stay on the floating plat- 
forms, or you'll be gobbled up by the 
big-toothed fishy. 


PROTIP: Left of this glowing crystal, 
you'll find a Dark Eco Crystal at the bot- 
tom of a pool of water. 


challenges that will test even the bright- 
est adventure veterans. 
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ITH ITS INFECTIOUS tunes and charming characters, 

- PaRappa the Rapper for the PlayStation was one of the 

few original and endearing games. The long-awaited sequel finds 
the lovable puppy on the cutting-edge PlayStation 2 with yet 


another dilemma. 


PaRappa’s main squeeze, Sunny Funny, keeps cooking up 
noodle dishes, which has PaRappa clamoring for more variety. 
He doesn’t want to hurt Sunny’s feelings by not eating her dishes 


We all need love, 
no matter woman oF man 


GRAPHICS 3.5 


PaRappa 2 keeps the simple paper look 
of the PlayStation original while upgrad- 
ing the effects and camera movements 
to take advantage of the extra process- 
ing power. 
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i JIN 3 
ReVLEWS 4G tomas 


FUN 
Developed and published by Sony GRAPHICS SOUND CONTROL FACTOR 


$44.95 Music/ 
rhythm 


2 players 


Available now 


and leaves to grab a good old fashioned burger. PaRappa 
unwittingly stumbles upon the secret plot of noodle 
domination, as there is no other food choice on the 
planet but...noodles! 


To unravel the mystery and calm his stomach, the 
intrepid canine once again uses the gift of gab to spit 
rhymes over funky tracks. The controls work in 
exactly the same way as before, with 
button presses timed in accordance 
with onscreen instructions and the 
beat of the music. The game is 
much more forgiving this time out 
and encourages freestyling button taps to 
gain higher rankings. Freestyling is basically any 

extra button presses that are not specifically required to pass a level. A new 
practice option before each challenge gets everyone on equal footing, and 
the two-player mode is easily the best addition to the series. 

Everyone from best pal D] P| Berri to Um Jammer Lammy’s band Milk 
Can make appearances and look great. The 2D-paper look of the original has 
been retained—although it has been upgraded with better animation and 
shading effects. The only minor gripe is that it’s too hard to watch all the 
wacky action while paying attention to the button instructions. 


The glue of the game has always been the music, and while not quite on par with the original, PaRappa 2 comes 
through with some satisfying melodies. The rhymes the teachers and enemies rap can change from game to game, 
adding an extra level of variety and difficulty. 

PaRappa 2 doesn’t break any new ground or even one-up its previous outing, but there should be a spot in your 
library and your heart for the always delightful hip-hop hound and his cast of offbeat friends. & 


—_ 


SOUND 4.5 CONTROL 4.0 Hj FUN FACTOR 4.0 


PaRappa 2's tunes aren’t as toe-tapping The basic tapping of the buttons works The addition of two-player modes 
or hummable as those of the first game, just as before, but the level of difficulty | makes PaRappa more of a party experi- 
but they are still little treasures unto has been lessened, making timing less ence and extends the game's life beyond 


themselves. strict. novelty. The story is just plain weird, 


but it’s still a great hoot. 
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PROR@VLeCWS 
IRAND THEFT AuTo III makes you 


an offer you can’t refuse: Live a life of 

crime, reap the rewards, do not go to 

jail. It's unforgettable fun and pure action 
on the PlayStation 2. 


The gameplay in this third installment of the now infamous Grand Theft 
Auto series remains as addictive as ever. You play a criminal whose main 
__».. Skill is the ability to jack any kind of vehicle. To rise through the ranks of 
- 2) the underworld, you must commit felonies that range from racketeering 
to cold-blooded murder. This Mature-rated premise revolves around 


BY FOUR-EYED DRAGON 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


= Developed by DMA Design 
= Published by Rockstar 
= $49.99 @ Action/ 


@ Available now adventure 


EF 
alco i 


=| player 


adult situations that definitely aren’t suitable for a young audience — 
though it amusingly satisfies any perverse fantasy you may harbor 
about participating in gang-related activities. 


The visual and sound package is simply stunning. Instead of the top-down view of parts | 
and Il, Grand Theft Auto III's metropolis appears in full 3D—complete with moving traffic 

and independently moving city dwellers. Plus, the gameplay occurs in real time, so you see 
the cityscape change from day to night with alternating weather 
patterns. The audio tickles your ears with cool music from nine 
4 major radio stations that you can tune in from any vehicle, and the 
ee .. *=.] voice-acting is exceptionally well done. 


85: Ss | 


The game's controls are tight, and you can drive an enormous vari- 
ety of cars. Each vehicle handles differently, yet all are simple to 


en ‘| maneuver. Best of all are the numerous mini-games that you can try 
at any time. 


With so much to see and do, you'll never want to stop playing 


Grand Theft Auto |II—even with its life of hard knocks. Gr 


a 


PROTIP: Use the dose-up view of the map 
to head toward the heaviest concentrations 
of enemies. 


a eg ot Bodyguard 


PROTIP: Concéiliane < on king out the 
main troop leaders instead of wasting time 
with the foot soldiers. 
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BY TOKYO DRIFTER 


FUN 
SOUND CONTROL FACTOR 


KOE! 
other helping of button-mashing 
historical warfare for the Play- 
Station 2. Dynasty Warriors 3 
gives fans of the previous install- 
ment more of everything they 
enjoyed—and even things they 
didn’t, like overly repetitive action. 


Pretty Kung Fu 


Dynasty Warriors 3 is one fine- 


RETURNS WITH an- Fa = Developed and published by Koei GRAPIECS 


Ol = $49.99 
@ @ Available now 


= Action 


m2 players 


looking game with dozens upon 
dozens of nicely detailed charac- 


ters rampaging across the screen 


at any one time. The bland envi- PROTIP: Use your arrows to weaken 
the enemy from afar, but make sure 
allied generals are not in immediate 


danger first. 


PROTIP: Be sure to save items in 
boxes and barrels until you're about 
to take on an officer or you're low on 
health. 


ronments and slowdown in the 
later levels are the only minor 
flaws in presentation. 

The sounds are topnotch. Voice-overs are done well, and the option of Japanese or English dialogue 
is great—although it would make more sense if the characters spoke Chinese. Battle sounds are appro- 
priately dense, but they won't strike you as anything special. 

The controls do a solid job of managing the action. New combo attacks add much-needed depth to the 
arsenal, but they still don’t add enough variety to the moves to hold your attention when battling countless hordes. 


History Repeats Itself 

It would take weeks to unlock all the game’s hidden characters and levels, making Dynasty Warriors 3 a bargain 
for your gaming dollar. Unfortunately, though, there's very little aside from aesthetics and weapon choices to 
distinguish the characters from each other, giving you little reward for the effort. A deeper RPG-like approach 
to character development would really go a long way to elevate Dynasty Warriors from a niche franchise to a 
truly classic series. As it is, Dynasty Warriors 3 is strictly for gamers who like their mindless action centered on 
Chinese historical events. & 
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Official video game of the Olympic Winter G 
EVERYONE AVAILABLE FORMATS 
“ Published by 


P 
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- : from both age and an awkward console translation, making it a mediocre entry 


BY DUNJIN MASTER 


FUN 
Developed by Surreal Software GRAPHICS SOUND CONTROL FACTOR 


PROACV UeUS 


Drakan. ie WM wiaitatle january adventure 
~ DRAKAN II CASTS you as Rynn, who's bonded with an ancient dragon | h Paice 
~ named Arokh and burdened with finding a way to open the.four dragon gates in order 
to save the world. The phrase “Tomb Raider with a‘dragon” applies here: You'll switch between 
exploring caverns on foot and performing aerial acrobatics with Arokh. While Drakan il handles the 
tomb-raiding controls better than Tomb Raider, what 
you'll find in the game's horrendously monotonous dun- 
geons rivals watching paint dry in terms of excitement. 
The game looks nice with some crazy/beautiful aerial 
‘dragon battles, and the sounds of combat nicely bring 
you into the scene. The Fun Factor improves’any time 
Arokh is onscreen, but that doesn’t excuse the endless 
trudging through similar dungeon after similar dungeon 
that you'll experience; you can expect many a side quest 
to go unfinished. Toss in little failures like idiotic A.I. and 


_alimited number of human models (townspeople, for PROTIP: The game’s A.l. is so stupid that PROTIP: Aerial battles are gorgeous but deadly, Master 
“the most part, look alike), and you have a straicht-to- YOu can fap enemies behind fences and circling and dodging to avoid your enemies’ fire’ breath, 
x | P ; : # | é y' ie a pick them off easily and safely with your and keep pumping Arokh’s flames at them. 
_ rental game that will provide a couple hours of enjoy- bow and arrows. : 


ment, but that’s about it. G 


= ; . —* . BY D-PAD DESTROYER 
Py . et ; , Developed by Raven GRAPHICS SOUND CONTROL _ FACTOR 
Soldier of Fortune Gold Edition > NO nrc eee 

Majesco’s PLAYSTATION 2 port of Soldier of Fortune Gold contains |. Ne hy stoned wi 

all the gimmicky gore and dismemberment of the PC original, but it suffers —- — _— 


4 : into the PlayStation 2's rapidly growing first-person shooter library. 

Soldier of Fortune's decidedly liberal attitude on blood and gore can’t carry the game beyond its out- 
dated Js te and Pee NG radio sound effects. Your enemies look and sound like people, 

) . but the environments seem grainy and uninspired, while “atmos- 

pheric” music pipes through like an orchestra with a head cold. 

But how does it play? Long-time shooter vets will have no 
trouble getting used to the controls, even if the analog aiming is 
stiff. The auto-aim, a must for console shooters, often gives away 
hiding enemies and short-circuits the challenge. Your enemies are 
also not too smart, and they enjoy standing around while you 
shoot them. 

Still, with all its faults, Fortune is fairly fun for 


PROTIP: Shoot the tanks on the backs of these 
soldiers and they'll explode, taking out anyone 
near them. 


PROTIP: The aden low ina i we 
spread. Shoot between two enemies _‘Nardcore soldier types, but everyone else will just 
to wound them both, giving you time —_ want to keep their Red Faction membership. G 

to take them out individually. 


Dark Summit - ae = Developed by Radical Entertainment GRAPHICS = CONTROL _rAeton 
Published by THQ ee are 
DARK SUMMIT PUTS anew twist on an otherwise-overdone genre: 949.99 Snowboarding 
pearls os : : : ' , Available now 2 players 
mission-based action on a snowboard. Despite this unique premise, Dark 
Summit sadly fails in every category. 

Immediately, you'll notice the horrendous visuals as your sorry-looking boarder rides bland, : 
colorless slopes. Character animation is a joke, while the sense of speed is nonexistent. Even the cee ss ae (> 140000 | 
overly long courses don’t have a whole lot of graphical detail. 1 bbc: 6 if yous 1° survive, - ty | i . (@_ 345750) 
your ears will certainly be hurting as you play: Threatening — fj | | . 
voices from enemies and self-affirmation comments are 
some samples from the lame, pointless soundtrack. 

The gameplay could be improved, too. Meaningless objec- 
tives scattered throughout the entire mountain make your 
ride down only more boring. Performing basic stunts, how- 
ever, is a cinch. But the bizarre button combinations that are 
required to do outlandish aerial tricks can be troublesome 
due to slow button response. The only saving grace to this 


miserable experience is that there are far better snowboard- PROTIP: Keep your eyes open for hid- PROTIP: Let the ski patrol pass you (which is not 
ing games to buy for the PlayStation 2, like SSX Tricky and den Reths that are filled with money. supposed to happen), then slowly coast downhill until 


: let hallenge. 
Cool Boarders 2001. CJ you complete the challenge 
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2 guarantee youive never, playe 
iting game this fun... 


ficial Xbox Magazine 


Mild Violence 
Strong Lyrics 


CONTENT RATED BY 


u r ghis reserve 
Infogrames under 
and/or other count 


La a” INFOGR 
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C ) ft, Xboxs at 3a Fe ari i y 

Wom Microsa be fi ; 

Vieemputer Em 


sstiaudn. “MayStation” and the 
Sry. of. their respective owners. 


~~ 


-Tidus is a star Blitzball player. 
Yuna is the daughter of 4 summoner. 


Everything they know lies on the brink of destruction. 


No one who joins them will ever be the same. 


PlayStation.c 


SQUARESOFT’ 


www.playonline.com Published by Square Electronic Arts L.L.C. 


© 2001, 2002 Square Co., Ltd. All rights reserved. FINAL FANTASY and 
the SQUARESOFT logos are registered trademarks of Square Co., Ltd. 
Character design: Tetsuya Nomura. “PlayStation” and the “PS” Family logo 
are registered trademarks of Sony Computer Entertainment Inc. 


The ratings icon is a trademark of the Interactive Digital Software Association. 
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Blood and Violence 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Party/ 
fighting 


4 players 


HOUGH YOU MAY not have admitted it to yourself at the 

time, Super Smash Bros. Melee is the reason you bought 
yourself a GameCube. If you don’t have any friends, you'd best 
figure out how to get some real quick. 


SBE Sae es Fi 


Not quite a fighting game, not quite a party game, the original 

Nintendo 64 version of Super Smash Bros. was an absurd multi- 
player flurry of mallets, Pokéballs, decorative parasols, and all of 
Nintendo’s key franchise characters. It was ridiculous...and, as- 
suming you had people to play with, ridiculously fun. Don’t mess 


too much with a good thing, so goes the Nintendo philosophy — 
just add a bunch more crazy crap to it, and everything will 
work out fine. 


a 


Super Smash Bros. Melee’s core elements—moves, stages, and rules—have been ripped directly from oe ) 
the N64 version, though Melee goes the extra mile by including an entire game’s worth of new stuff to | 14% 
accompany all the GameCube-enhanced old. Melee’s strictly 2D controls are nearly identical to those 

of its N64 counterpart, too, meaning you'll encounter the same frustrating hurdles in turns and Smash- 


move timing until the game eventually “clicks.” 


Melee’s graphics are ungodly gorgeous, and gone is the eyestrain associated with the N64 version. The 
animation is masterful, and some levels will confound you with their complexity as floors melt away and GRAPHICS i 
giant chunks of architecture morph, rotate, and disappear. The music features brilliant An unbelievably gorgeous game with 


re-mixes of already-classic Nintendo themes; the sound effects seem huger-than-life; heretofore unheard of degrees aaa 


and little touches like how Pikachu's voice deepens when he embiggens just 
prove that Nintendo had absolutely no intentions of just slapping together 
a multiplayer party title for its newly released next-gen system. 


screen chaos. Try playing in Slow Mo- 
s tion mode to see just how fluid video 
s game animation can be. 


_ Simply...smashing (sorry). Phenomenal 
The game's biggest weakness is still its one-player mode. While there’s sound effects with immense variety, 
great little touches like vocal pitch 
changes when characters change size, 


| and tremendous reprises of almost 


increased variety in the bonus stages, more “human’”’ A.|., and tons of 
secret trophies, the two new Event and Adventure modes aren’t 


fleshed out enough to make you want to play through more than 
once. Still, Melee is the most complete multiplayer package to 
date: absurd, wild, and wickedly fun with more variety and longevity 


than the ancient gods of Olympus. Got a GameCube? Got some 
friends? Then what the hell are you doing still reading this stupid review? & 


F every one of Nintendo's greatest hits. 


CONTROL 4.0 
| Hard to learn, but easy to master...and 
F almost identical to the original's. Little 
F annoying quirks, like tricky quick turns 
and hard-to-perform Smashes, are 
_ overshadowed by intuitive moves that 


make complete sense once the game 
“clicks.” 


UN FACTOR 4.5 


Score is for players with one to two 
friends. Increase to 5.0 if you have three 
or more friends. Drop to 3.5 if you're a 
hermit, Vulcan, or cannot produce the 
Human Fun Hormone. 
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ma ~BY STAR DINGO 


Developed and published by 
Nintendo 


$49.99 
Available now 


Strategy 
| player 
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ca 
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© HERE YOU are, leds a bulbous little spaceman stranded on a 
hostile alien planet, nurturing a native species of sentient bipedal flora, 
discovering their many strengths and weaknesses, and harnessing them to 
__ recover the 30 pieces of your shattered spaceship. And there you were, just 
i. i yesterday. thinking creativi ty had completely fled the gaming yt on the last 


_ PROTIP: To kill a frog, hurl a Pikmin 
only while it's sitting on the ground, 
then pull your Pikmin back as soon és 
the frog jumps. 


A Planet Where eur Vegetables Eat yt 


Shigeru Miyamoto's latest action/strategy opus unfolds like a grand 
‘experiment. as you hurl your Pikmin horde headfirst into a strange — 
new landscape and find out : (usually the hard way) just what your 
: vegetable friends are capable of. Every minute that you play, you 
, constantly feel as if you're discovering something new and dif- 
ferent, and the game's puzzles feel very organic, intelligent, and 
open-ended. Alas, you have only 30 [5-minute “days” in which 
to accomplish your goal, a great little twist that adds a sense of 
urgency and a big incentive to think things through to get them 
right the first time. 


Garden Variety 
Even if head games aren't your thing, you can’t avert your atten- | 
tion from Pikmin’s ingenious charm. The sight of 100 individually — 


ee ot eee nee 


Se” ges a Rees ee, Bee a eee a ee | 


tS ee 
= . 


> 


a Soe 
3 WEES, es 
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ae = 


se 3.0% 0501/7100 / Dut 


PROTIP: Once night falls, only aa 
planted in the ground or under your 
direct control will survive to see the 
next day. 


FUN 
GRAPHICS FACTOR 


CONTENT RATED BY 
ESRB 


SOUND CONTROL 


PROTIP: If a Pikmin starts to drown, 
immediately use your whistle-ray on 
them—if you do, there's a ie vanse 
they'll survive. 


PROTIP: Low on a certain Pikmin colorh: Hurl a 
Pikmin into one of these flowers and it will change 


Wy animated Pikmin busily working. at their own separate mini-activities i is a truly magical thing, and the to the color of the flower. 
GameCube handles the horde without a single frame-rate hiccup. The graphical detail is paired off 
perfectly with whimsical sound effects and an animated, memorable musical score. GRAPHICS 4.50 


The GameCube controller is Pare. suited for your Pi kmin-wrangling | needs. Sorting your throng by color (or 
even by what they're carrying) is handled with the single touch of a button, and ordering them to keep close to a 
wall as they cross a narrow cliff is as simple as pulling to the right on the C-Stick. 


Day of the Triffids 


Pikmin’s only major disappointment i is that it too quickly comes to 
an end. The 30 pieces of ship are spread through only five maps, 
and even the most anal-retentive, reset-happy ed: will beat the 
game within 10 to 12 hours. 

In the end, though, it all comes down to this: Even if every 
game ever made was about cultivating and controlling a horde 
of alien plants i in a concerted effort to reassemble the bulk of an 
alien spacepod, Pikmin would still be one hell of a ee G) 


Note: This review is based on the boxed 
Japanese game. According to Nintendo, 
the only difference in the U.S. version will 
be language translation. 


1/9353 


day calor the map solo and devise a idan of 
attack—then reload and get your Pikmin at it. 


” 
 . 


PROTIP: if your ir Pikmin are carrying 
something heavy through dangerous 
territory, distract potential predators 
yourself while your Pikmin sneak by. 


PROTIP: Hurl Pikmin at the aie’ s 
face right before it launches a rock, then 
quickly run behind and attack it while 

_ its back is exposed. 
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_ And now for something complete ¢ 


If you aren’t instantly filled with delight 
when you see a Pikmin, get your human 
essence checked. The creature designs 
are bizarrely | beautiful, and it’s astonish- 
ing how much can be happening on the 
screen at once. 


SOUND 4.5 


The music is memorable and charming, 
_ but the sound effects are. irresistible. 
~ You'll find yourself shuffling Pikmin 
around _just to hear your spaceman’s 


. 


nifty little qures and Me We 


CONTROL 5.0 
Brilliant. The ease with which you can 
wrangle, sort, guide, and hurl your Pik- 
min is ¢ astonishing, especially given the 
complexity of the task at hand. You'll 

get over the rather limited camera 
after 15 minutes tee 


FUN FACTOR 


ferent. Innovative, beautiful, and im- 
possible to at down, Pikmin’ only 
real “flaw” is its rathes : 
short length...and 
that it leaves you | 
q wanting more. 


Pla Stations 


a 


wt aN Stages and 


/ Even more ss vabconabnal AN nd-impr SN MUSOU Attacks! 


Modes! 


9 | / First in the series -- massive ELEPHANT TROOPS! 


Visit www.esrb.ord 


or call 1-800-771-3772 


: hte ® 
for more info. Dynasty Warriors 3 is a trademark of KOEI Corporation and KOE! Co., Ltd. © 2001 KOEI Co., Ltd. All rights reserved. "PlayStation" and the : 
"PS" Family logo are registered trademarks of Sony Computer Entertaiment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. www. koeigames.com 


AN hed 
= — re 
PROREYLE SESE 
Ye ‘ Sue ™ Developed by Neversoft GRAPHICS SOUND CONTROL _ FACTOR 
== === === AN § fhm, 


/xsq | Published by Activision 
SURPRISE! TONY (rT 8 $49.99 = Skateboarding 


E.TONY/HAWK:S’ 2 | a eae 
PRO SKATER: @@ showed up on the GameCube 


in time for the system’s launch after all. The ‘incomparable a 
Neversoft has pulled off another high-quality, last-minute miracle. 


Tony Hawe? 


If you’ve seen the PS2 version, you can easily imagine t 


mated, customizable skaters. However, there 


Pichi. ari rHic: + INVERT 
Smbe XK ge 


ruin the fun, but it does distract { ron 
The controls are sharp, b 
are on the same tie Ye) 


CKFLIE hoses 
\ THE AARON C ROLIN OF DEATH GAP 


550 X 2 


ITIP: Combine your special tricks 
with the roll-in gap bonus on Skater 
Island's half-pipe for big points (and 
therefore medals). Milk the roll-in for 


Nintendo: The company doesn’t have its Internet gaming pl 


GLEAMING THE OVERUSED J OkE 


custom an is ‘stil as much fin as it was before. ie PR } 
Even without online play, GameCube owners won't be disappointed les, you'l at 
with Tony Hawk’s Pro Skater 3 by any means. It delivers all the clever, vind he cable to the shattered freeway 


PROTIP: Your best heh forahigh addictive gameplay that a THPS game sheals and in higher resolution 
score on Rio Ruckus is to grind around - 
than ever before. GF 


the park, linking each ledge with manuals. — 


pe ieee a 


hs4y AL shia ¥ #e°S0°50 
TOR BE BO°S0 
j MANUAL 


- BY PONG SIFU 


F GEORGE MILLER (Mad Max) had directed old Warner Bros. cartoons, eS Siieedionedl bye Pendlo Interaesies eee 
he may have created something like Cel Damage, an outrageous vehicular = | K¥EY = Published by Electronic Arts 


combat game whose visuals are harvested from classic animated shorts. Bh WO q 2549.99 mean 
r | = Available now m4 players 


FUN 
FACTOR 


As one of six cartoon characters, each with his own vehicle, you'll square off 

against other cartoons in hyper-fast deathmatches that are held in haunted church- 
Rt yards, huge space stations, and croc-in- 
fested swamplands. You'll also have to be 
wary of the environments themselves by (y 
avoiding tornadoes, carnivorous plants, and \ 
bridges that retract while you’re driving . 
over them. The action is so feverish and 
your enemies so relentless that you'll almost 
welcome death and the brief respite it brings 
from getting sliced, bludgeoned, immolated, and squashed by giant axes, 
hammers, spring-loaded boxing gloves, freeze rays, and cannonballs. 


r i i Bu 
La si 
L 


| 


By creating a world that defies almost every law of gravity and Newtonian 
mechanics—and populating it with quirky characters like the demonic Sinder 
and Fowl Mouth, a duck with a penchant for Raymond Chandler—esque 
drivel—Pseudo Interactive has captured the maniacal essence of old Looney 
_ Tunes cartoons. Each character spews snappy dialogue and boasts humorous 
animations, while vehicles lurch and wobble like rubber. The intuitive controls 
enable you to pick up and play, though navigating some of the tighter spots 
- can get frustrating. Players used to Twisted Metal: Black's immense levels may 
find Cel Damage’s too confining and get | bored after unlocking them all, which 
won't take more than a few hours. In no other game, however, will you be 
cleaved in half by a bull who screams, “Long live vegetarianism,’ and love it 
like in Cel Damage. G ae 
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BREAK OUT IN A 
REALLY COLD SWERT. 


WINTER X GAMES GOLD MEDALIST 
Tucker Hibbert 


ESPN Winter X Games Snocross lets you grab the handlebars, fly off kickers, and roost into ari ft er 


real snowmobile racing. You choose from 6 real pro racers and compete against the top sled | > a 407 | rd S 


slingers out there. Featuring hidden shortcuts and variable weather conditions for any full- [ a Wrnocro: i 
throttled appetite. Need to step it up a notch? Hit the hole-shot in X Games Mode, where e SHOCTOSS 


you can sweat your way up to the pro level and capture the gold medal. 


tucker Hibbert, wathan titus, Dennis eckstrom, sustin Tate, Trevor sohn, & Yuji nakazawa. 


Strong Lyrics eorir JA PlayStation. ad 
the games xBOX KONAMI 
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BY DAN ELEKTRO 
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Developed and published by 
Microsoft 


$49.99 
Available now 


Snowboarding 


2 players 


96.104 


Normal 


FREESTYLE SNOWBOARDING 


Wy AMPED: FREESTYLE SNOWBOARDING get 
you amped? Maybe —it all depends on how seriously 
you take your snowboarding. 


: Boar ds lide. : se 


Snow Business 
Amped is definitely a serious game for serious snowboarders— 


PROTIP: Get in the habit of hitting the media 
photo points whether you need that goal or not~ 
they're usually the best trick spots anyway. 


the attention to detail, the realism, and the complex but reward- 
ing gameplay are all a bit more technical than in most other snow- 
boarding games. So are the goals: At 
various times, you'll have to impress the media, 

beat the point totals, show off for the potential sponsors, 
ner Faseviells challenge the pros on their own turf. 

Optimized versions of runs from resorts like Brighton and Stratton high- 
light the proceedings; you'll find everything from carefully planned parks to 
wide-open natural environments. The appearance of other riders on the slopes 
joins some nice snow and fog effects to boost the realism even further. 


Visually, the game’s clean and bright, and the enormous soundtrack en- 


compasses electronica, punk, and hip-hop. If that’s not enough, you can rip 
your own tunes and stream them off the hard drive while you play. 
However, it’s the controls that will give players pause. Tricks that you 
should be able to pull off simply fail too often. There seem to be a few colli- 
sion problems, too, which you’ll notice when trying to grind objects. The 


PROTIP: When you're doing a run 
with a pro, hang back to give yourself 
time to prepare. It's not a race, so don't 
get ahead of him. 


PROTIP: Return to the gear menu 
every so often to see what you've 

unlocked—there’s often a performance 
boost in the upgraded equipment. 


G2 lida 
96 HEE | 


controls are fairly fixed—you choose from two configs, and that’s it. Further- 
more, you'll sometimes feel like you’re fighting the game’s physics (though it Nor mal 
gets more comfortable with practice). Is that a realistic simulation of snow 


or just bad design? It’s hard to tell. 


Frosty Fun 
Microsoft has nothing to be ashamed of with Amped—it's a solid, enjoyable 
snowboarder with a fairly high difficulty factor and lots of gameplay. However, 


PROTIP: For max points, combine two 
grabs on double flips or land your jump 
with a rail grind. 


PROTIP: Snowmen are often hidden 
behind ramps and in clumps of trees. 
Keep an ear tuned for their cries of 
“Hey, amigo!” 


its challenge won't appeal to everyone —and gamers should expect some 
stiff competition when SSX Tricky hits the Xbox. & 
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Developed by Angel Studios 
Published by Infogrames 
$49.99 


Available now 


Test Drive Off-Road: Wide Open 


As A DIRECT port of the PS2 game, this is the Test Drive Off-Road al- 
ready taken—but it's also one of the more enjoyable racers in recent memory. 

Driving licensed cars from Jeep, Chevy, and Dodge around mountainous courses 
filled with bap bi)» sau Ps a subtle shortcuts is just plain fun; the extremely combative A.l. 

ween) drivers make the circuit, checkpoint, and scramble races 
even more challenging. The rowdy rock/mostly metal 
soundtrack matches that aggression nicely. Nice graphical 
touches include rock slides, moving trains, and destructible 
signs, but the texture draw-in and object pop-up on the 
horizon are just signs of laziness in porting—all the mis- 
takes from the PS2 version are sadly here, too. 

Four controller configurations offer what you need to 
win, and technicians can angle the car for a perfect landing 
with the right analog stick—a neat trick that adds some 
depth to the action. Test Drive Off-Road: Wide Open is 


Racing 
4 players 


Time 
00:47 
Current Lap 
00: 4763 
Best Lap 
O00 : 090006 


89S mph 


PROTIP: You can't just floor it on stadium 


racesjudicious use of the accelerator is re- 
quired 16 keep your line. You may coast and 
steer half the time, but you'll win that way. 
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tight and enjoyable, even if it doesn’t take advantage of 
the X factor. J 


PROTIP: Lighter trucks should stick to the flat areas, 
give ground to the big trucks on jumps and big hills, 
then use their superior acceleration to zip past them 
on straights and corners. 
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THE NEW PUTS THE UNFAIR ADVANTAGE IN THE PALM OF YOUR HAND. 
THERE'S NO OTHER WHEEL LIKE IT: SMALL SIZE, HUGE RESPONSE, KILLER CONTROL. 
PRO RACER” IS READY TO GRIP AND RIP FOR ALL MAJOR GAME PLATFORMS. 


‘JUST FOR TAKING A SPIN. 


PROREVL 


; TAR WARS: 


PROTIP: Inside the palace, use the 
ion grenades to short-circuit the battle 
droids before going in for the kill. 


PROTIP: Though the training arenas 
are designed to test your fighting 
prowess, the best way to clear them 
is to hack away at your opponent 
from an angle. 


PROTIP: Hurl tougher enemies to the 
ground with the Force, then whack them 
when they're down. Yes, it is unbefitting 
of a Jedi, but it does get the job done. 
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OB1-WaAN plays in the same mindless hack-n-slash vein 
as Jedi Power Battles, only with slightly better visuals and cooler Force 

powers. In fact, Obi-Wan boasts one of the best representations of the Force 

to ever grace a console —and having the freedom to toss enemies, disarm 


, climb, swim, = 08 slide their way 5 Golerful ee icks, grabbing roared taakling 


: tunes, not bad-ass, bees ae tere beets from °° Slim 


, your Ribbon of Pain for 


BY PONG SIFU 


CWS 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Developed and published by 
LucasArts 


$49.99 
Available now 


Action/ 
adventure 


| player 


them, or hurl inanimate objects at 
them will inspire you to come up 
with creative ways to destroy them. 
Swinging your lightsaber with the 
right analog stick is an innovative 
control scheme, and though it feels great, given the stick’s pressure-sensitive nature it had more 
potential. Simple strafing would have been preferable to Obi’s clumsy acrobatics, and the sloppy, 
inaccurate controls require too much work for a game so shallow. f* bis 


Obi-Wannabe 


Besides some cool water effects, Obi-Wan’s graphics are substandard. The models are blocky 
and the animation’s rigid, while the texture mapping is some of the flattest to appear in any 
Xbox game. Crushing slowdown plagues action-heavy scenes, frequently turning the game 
into a Phantom Menace View-Master. 

Lightsaber effects, blaster sounds, and everything else sampled from the films are 
obviously topnotch, while the sound effects recorded exclusively for Obi-Wan are 
negligible. The voice-acting is so hilariously bad that you'll choke after hearing Obi’s 
nasally Glaswegian accent. The music is the usual assault of leitmotif strains culled directly 
from the scores of the Star Wars films. 


Phantom Menaced 


If you enjoyed Jedi Power Battles, you might dig Star Wars: Obi-Wan since it does im- 
merse you in the Episode | milieu —" its many shortcomings. Otherwise, let’s hope 
= xk = that the impending slew of Episode II 
titles will contain deeper and more 
rewarding games. @ 


PROTIP: Use the Force to hurl the torches at the 
Tusken Chief. Then, when his energy is low, cut him 
down with your lightsaber. 


PROTIP: Follow Qui-Gon Jinn. He will 
show you the way. 


BY DAN ELEKTRO 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Developed by Crystal Dynamics 
Published by Eidos 
$49.99 


Available now 


Racing 
4 players 


each ong alobg the way. des ‘tig visuals look | colorful and 


denly A il Hobirer, animated hijinks deserve looney 


' However for al its shiny visuals and four-player races, Mad 
Dash Racing elicits nothing, more than a noncommittal shrug. 
_ The stars are animals without an anima, and as a result, this 
game is just a rental. CJ 


PROTIP: Take a ohdal character on the ‘ehitaa 
route midway through Tiki Village to snag this medal 
on the skill path. 
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~~ Wa The long-awaited sequel 
», to the blockbuster graphic novel 
BATMAN: THE DARK KNIGHT RETURNS 
Is here at last! 


DC COMICS 


dccomics.com 


2001 DC COMICS. ALL RIGHTS RESERVED. 


) AND 


Gi 


7 Be ® a 
PROREVLEUWS —, 
Vi (Hi) ot = = Developed by VR-I GRAPHICS SOUND CONTROL FACTOR 


= Published by Microsoft 


= = $49.99 @ Action/ 
a ee a we : @ Available now adventure 
: [sa i w= 4 A fa r 7D» ml player 
: — ee t aii an 
¥ 4 DEFEAT *THE DARKNESS 


OU ARE ARRAN, a young wizard who must discover 
his magical powers and defeat the NightCaster, an evil 
sorcerer who has shrouded the entire land in night. Along 


the way, you must master the four elements of magic (Fire, 
Water, Light, and Dark). Sounds like the makings of a decent RPG, eh? Well, 
NightCaster isn’t an RPG...though, what with all the magic and goblins and 
all, you'd be forgiven for thinking so. 


NightCaster takes spell-slinging in the opposite direction of RPGs, becoming 

a trigger-twitching action game of fast reflexes and quick thinking with a strong 

element of tactics, too: If you use Fire against Water creatures, for example, your spell will do extra damage. Thank- 

fully, all enemies are color-coded for easy dispatch, so you'll know to use purple magic against yellow wolves and red 

magic against blue slimes. The fact that you’re making these decisions on the fly is what makes NightCaster difficult. 
NightCaster looks like any number of first-generation Xbox games, with polished character models and environ- 

ments lost in careless camera angles. The game is dark, so the color-coded creatures seem hokey and out-of-place. 

2 = NightCaster also sounds very nice, with dreamy music 

and booming spells, but repetitive voice bits when casting 


spells begin to grate on the nerves. 

NightCaster’s biggest innovation is its control scheme; 
you move with the left stick and control the Orb with 
the right, enabling you to aim spells and run in opposite 
directions. You'll wonder why they ever gave you the 


third-person, non-Orb—aiming view since the camera 
angles in that mode are more disorienting than an after- 
noon in a centrifuge. 


NightCaster is not an RPG so much as an 
update of Robotron with a fantasy back- 


story. If you're looking for a new kind of 
shooter, NightCaster will do—but 
RPG fans, you're still in 
the dark. & 


BY PONG SIFU 


. @ Developed by Adrenium GRAPHICS SOUND CONTROL FACTOR 
4 @ Published by Microsoft 


FA 2 $49.99 = Action! 


@ Available now adventure 


m |! player 


GAMEPRO FEBRU 


The Shooting Genre 
» Reinvented 


EVERYONE 

t Mild Violence 
CONTENT RATED BY 
ESRB 


Rez requests your senses. Bring them... www.sega.com/rez 


Sega is registered in the U.S. Patent and Trademark Office. Sega and Rez are registered trademarks or trademarks of Sega Corporation or its affiliates. © SEGA CORPORATION/UGA, 2001. www.sega.com “PlayStation” 
and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. All Rights Reserved. 


BY THE MAN IN BLACK 


zu Developed and pu blished by GRAPHICS SOUND CONTROL FACTOR 


Ubi Soft TEEN 
HW = $49.99 = Action/ 
= Available now adventure = jam 
Bari Kh ‘VE NGEANCE Is an action-packed hunt for fa i i 
the Joker and company through the mean streets of amt F.. Te } 
Gotham City, as inspired by the Warner Bros. cartoon 
show. The 3D visual and audio style is topnotch, and the 
cinemas are a blast—even if some camera views are awk- 
ward and some areas are a little too dark and muddy. 
The workmanlike controls take some pain out of 
maneuvering | the cam and manage the energetic, er.. 
‘com-Bat nicely. You nimbly flip between third-person atid 
first-person action, and Batman displays some cool moves, 
including long gliding leaps using his cape and an awesome PROTIP: When the Joker WIP Jcamh 
skydiverlike freefall. Basic hand-to-hand fighting consists of the wrecking ball, press 'the right trigger 
just simple, two-button jamming for kick and punch, but _to switch to first-person mode and stand 
there’s a few combos and power moves. The first-person by the tower. When the ball hits the tower, 
toss Batarangs at him. 
action is more versatile, using a Bat arsenal that includes fF 2 
) ‘Bat-grapple and, of course, Batarangs. 
_ There's much to praise about the effort behind this a hewn but imaginative game. 
: ou're a fan, you might oe this tale of the Dark Knight with a Vengeance. G 


PROTIP: To fight the Joker hand-to-hand, counter punch 
by pressing B to block his blows and then hitting X and 
Y for a punch/kick combo. 


BY PONG SIFU 


= Developed and published by GRAPHICS SOUND CONTROL FACTOR 
Konami 


TH Es EQUE EL TO Airforce Delta soars over to the Microsoft XK Bq = $49.99 = Aerial 
camp in Airforce Delta Storm, a decent—albeit generic— ~ ‘ Came © Available now a 
Te shooter for the Xbox. pers heavy draw-in and fog, Airforce 
y Delta Storm looks great, with exact plane models, smooth anima- 
tion, and natural, realistic environments, while the cacophony 
of roaring engines and pounding explosions almost make up 
for the abysmal 1980s rock soundtrack. 

Konami has provided two control configurations—novice 
and expert. The novice setting is designed for the pick-up-and- 
play gamer, while the expert controls enable sharper banks and 
: ae rolls along with a more dynamic range of movement. Both seen 

x (0)! oie modes suffer from awkward button mapping, but once you BROFIP: Don't waste your missiles 
| ae AeooA i to 3 reconfigure them into a more intuitive control scheme, you'll _ on aircraft carriers—they can easily be 
os OREO ‘a a S find the controls to be easy and precise. destroyed with machine-gun fire. 
ae : The gameplay, however, isn’t anything that hasn’t been done already, and the paint-by-numbers 
. PROTIP: When attacking enemy bases, be sure to seek-and-destroy missions can get pretty dull after a couple of hours. Delta’s a worthy sortie for 

take out the/gum. towers That. rookies, but combat vets should study the intel before committing to this mission. @ 


m | player 


. Cee 
ieracetn| 


BY IRON MONKEY 


| Kabuki Warriors 7 < sae Rl Developed by Lightweight | GRAPHICS SOUND _CONTROL racron 
; A <7 = Published by Crave Entertainment [qa ae 
LIGHTWEIGHT HAS FORSAKEN the realism and finesse of Kengo for an | = $49.99 a Fighting N 
- arcade-style approach in its newest release, Kabuki Warriors. Controlling a Z) » waive non m2 players EEE 

troupe of sword-fighting Kabuki dancers, you travel throughout Tokugawa-era ines and 

perform against oe theater eupes. wi dazzling the audience with your sword-fighting and dancing 
prowess, you earn money to finance your tour 
while trading performers to build a stronger troupe. 

Though a cool concept, Kabuki Warriors is 

ridiculously shallow. Between the overly simplistic 
fighting system and weak enemy A.I., the game is 
way too easy to beat—you can successfully com- 
plete the Tournament mode by doing nothing but 
mashing the A button. Despite beautifully out- 
rageous character designs and ornate, woodblock 
print backdrops, the graphics overall seem bare 
and devoid of detail. The music is an odd juxtapo- 
PROTIP: Wait until your enemy completes his _—Sition of hard rock and dance beats with tradi- 


| ___ round of attacks, then move in for the kill. tional Kabuki music, adding an offbeat touch to aire Tie J ger a pity nea 
an uninspired effort. G him the first chance you get. 
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Out here, 


amongst the clouds 


and the sea, 


a chain gun. 


a course 


for 


destruction 


t sail a T™ 


torpedo-laden gunboat 


and while away your 


days destroying Devil 

boats, forts and shore 

bloodwake.com 
Batteries. Paradise 


awaits in the Dragon Sea. 


BY MAJOR MIKE 


= Developed and published by GRAPHICS SOUND CONTROL FACTOR 
Capcom 


= $29.99 m Action/ 


@ Available now adventure 


=! player 


ae aS 
you start the game, 
azon Area first; 
ark is the easi- 


H 
=e 


ij 
} ‘e 


=. 


oh 
-~ 
7 


a) 


Dona ee F . 
” Pama a 


7 series, but ga Te) 
for more than strict jun 

_ or ie — ny : ROTIP: Whe especially wary of 

: st *~~“n-shoot fare should loo the fs r into | 

ycle-Lab, equip | B i you w | tle, he convert” them into 

camer: elsewhe re, CZ al 


BY DAN ELEKTRO 

@ Developed by Incog Inc. GRAPHICS SOUND _ CONTROL FACTOR 
= Published by Sony 

$39.99 = Car combat 


m Available now m2 players 


7 


ee 


be me ee. 
OT) eal wo TN 
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riday night 8:1 2 
After the Game 


_ Think about Nature’s 
_ Cure now, so you can 
focusonmore 
important things later. 


Nature's Cure Two-Part 
Acne Treatment System 
works INSIDE and 


OUTSIDE to clear and 
prevent acne. 


All-natural tablets 
help stop acne where 
- ftstarts. . 


Benzoyl Peroxide 
cream getsridofthe 
zits you already have. 


@ NATURAL HOMEOPATHIC ACNE TABLETS 
@ ACNE MEDICATION VANISHING CREAM 


Nature's Cure. Be ready for when it matters most. bd : 


{ 


Swapping paint with Skywalker, 
Shrapnel impact at B00+mph, Tatooine. 


Mon Calamati. 


Turbo-boost slice Detween canyon wall and Qud Qolt, 
Sullust. 


PlayStation 2 


—“—_—> 


tm 


Tusken Raider target practice, 
Badlands. 


| 


™e ANATOMY 
o SPEED 


ITS A FIGHT TG THE FINISH AT 
6OOMPH. GO HEAD —TG—HEAD AGAINST 
I8 GF THE GALAXYS MOST AGGRESSI!IVE 

PODRACERS. W'!TH 14 HARROWING 
TRACKS GN 5 WGARLDS, FACE TERRIFYING 
CHALLENGES AT EVERY TURN. 


GOT THE GUTS TO GG FOR !7? 


Visit wwwesrb.org 
rainbow or call 1-800-771-3772 [ie 
STUDIOS for more info. ,as 


® 


PORTS 


a (e = \/ in ry tJ c ' BY AIR HENDRIX 
it ms} % Developed and —— by 3D0 * 
High Heat MLB 2003 Baa" a 
HANDS-ON 


SF wa ARI Ee Aalst O-t 20uT 


HEHO COLA 


sySioris's Cafe 


Diamond Details SF 25) SEA BMH alet 0-0 OUT 


After High Heat 2002 scored big: 
in the reviews but not at the cash 
registers, 3DO is hoping that High 
Heat 2003 will bring home both 
the critical and commercial bacon. 
Judging from a playable preview 
version, 3DO should start dust- 
ing off their bank account. 

High Heat 2003 is well on its way to picking up the slack that was evident 
in 2002’s graphics, sounds, and features. Right off the bat, you'll notice the 
sharp new player models and stadiums, which already gleam with souped-up 
details and smoother animations. Best of all, the occasional frame-rate hiccup 


during batters’ swings has been fixed. 

While the eye-candy factor probably still won’t compete with Triple Play's 
wow power, the visuals will probably clock in at the respectable —but not 
Arson anal Ta Eat ae ey oan PET GOEALY. APS -ENCY AUC IS aE With a slew of dazzling refinements and new features, High Heat 2003 already 
greatly improved over last year’s game, too. ranks as one of the top contenders for next season’s MVP honors. 


Bl Wiet 1-2 tour SoBEMPH! 3D0 Sen ime onx! baal Aalst I-2 206UT 
a wt OF ads 


et eam ade onion 


SER MON ORK MON wist G-o 20uUT : F S05 AR! GON alet 0-1 


SF Si SEA HizZi vist 0-1 0 OUT ESEMIMIPHE 3D0 Mound Magic 


cre RT ARR ROAR 


Realistic, true-to-baseball sataohap' is rset gar pened 
so much attention for High Heat in the first place, 
and it shined through just as strongly in the pre- 

view version. Sweet new features like batting prac- 


: ice, a home-run derby, fantasy drafts, a roster of 
STRIKE a 
ane i s8 unsigned free agents, injuries, a new cutter pitch, 


player creation, and the option to edit any player's 
abilities will nicely augment the gripping gameplay. 
One of the cooler new features, though, doesn’t 


err one 


exactly resemble real-life baseball. In the exciting 


AR! HON vist 3-2 20uT Meie 2 On 2 Showdown mode, each player will pick one EGR ARI GON alst 0-0 10uUT ——- 
ii , vAE ii Gana 
aaa prdon Kh Es pitcher and one batter, and go at it for one inning ah 


ras yierei ich 
. _— 


yezem with no fielding or base running. Each side will earn 
> (cee points. for strikes, balls, home runs, and so on— 
a basically, it’s a fast-paced mini-game that will be 
perfect for parties or quick bouts. 

Baseball season is still a few months off, but 
true fans of the-sport already have a lot to look 
forward to. It’s hard to.imagine another baseball 
game mustering enough good stuff to unseat this 


promising heavy hitter. 


SEA BE CASK SEE wie? i-3 1 CUy RORMEM) SDO 
PRaee Secey eon 


Cf CeRECTIONAL @t 
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Crazy handles. Killer crossovers. And mad hops. Your prayers have been answered. 
NBA Courtside 2002 with Kobe Bryant, only for Nintendo GameCube" 
© 2002 Nintendo. The NBA and individual NBA member Team identifications used on of in this product are trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc. 


and the respective NBA member Teams and may not be used, in whole or in part, without the prior written consent of NBA Properties, inc. © 2002 NBA Properties, inc. All rights reserved. ™ and the Nintendo 
GameCube iogo are trademarks of Nintendo. © 2001 Nintendo. Nintendo game and Nintendo GameCube sold separately. www.nintendogamecube.com 


Nintendo 


PreVvlews 


BY BROTHER BUZZ 


= Developed by Visual Concepts 
= Published by Sega Sports 
m Target release date: January 


NFL 2K2 


FL 2K2 Is about to join NFL Fever 2002 and Madden 
NFL 2002 in the Xbox football derby, and if 2K2 maintains 
the quality that the franchise has demonstrated in its Dreamcast 
and PlayStation 2 games, a more formidable football trio will not 
exist for any other system. 
2K2 for the Xbox will bring tight football gameplay and an en- 
tertaining presentation to the party. The signature 2K interface, 
which favors using the joystick for menu selections, will be in ef- 
fect. NFL stars will be out in force since the PS2 game featured 
outstanding player facial models and the Xbox version is already 
showing off even cleaner graphics. 2K2 should also pump out 
powerful audio with situation-specific dialogue and a cool com- 
mentary that will recap 
earlier plays according to 
your controller moves. 
However, what might 
really pack a wallop are 
the things you won't 
readily notice: For in- 


ovree. Weems § stance, on defense, hits 


anv ato % yee | 


Nita 1 


Ce oe eee eee §will take into account 


momentum and real-life 
size —so bigger, faster 
guys will bring bigger, 
faster, and harder hits. 
You'll also see some 
fine animation mated 
with precise collision de- 
tection, which will make 
ballcarriers appear to ac- 
tually turn their bodies 
to squeeze past blockers 
or defenders rather than 
run in place as they do in 
other games. Football is 
doing all right on the 
gh Xbox! NFL 2K2 should 
hese? ] peepee = be a serious contender 


GAMEPRO 100] 
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EPreVLeUS EE 


Developed and published by EA Sports 
ee: 6 6DBDAN J  =Target release date: Winter 2003 
pe ef ; FIRST LOOK 


PLayYSTATION 2 


“ OLLEGE HOOPS FANS say nothing compares to the excitement, drama, and sheer 
athleticism of the annual NCAA single-elimination tournament, lovingly referred to as 

March Madness. EA Sports will once again try to capture that intensity in a simulation-style 
video game, and so far, it looks like the company has a good idea of how to pull it off. The 
fourth iteration of March Madness will feature 138 NCAA teams plus the ability to create 
your own squad, complete with uniforms, colors, and the court of your choice (field house 
or arena). You'll also find the things that 
often make college ball more exciting 
than the pro games—stuff like shattering 
backboards, easier three-point shots, 
and more steals than in the NBA. 

As you play, the Momentum Meter will 
climb, giving your team more energy as 
the crowd goes nuts in your favor. And 
when the crowd gets rowdy, it will show it through trademark distracting chants—90 of which will 
be specific to certain teams, which should really bring an authentic feel to the game. The crew pro- 
gramming this year’s March Madness is the same that brought NBA Live to life, so you can expect great 
things when this one hits the shelves. 


BY BAD HARE 


Developed and published by 989 Sports 
Target release date: February PLAYSTATION 2 


HAT WILL IT take for the FIRST LOOK 


world’s most popular sport to 
finally gain a foothold in 
America? 989 Sports will 
try to answer that with 
World Tour Soccer 2002, 
a sim-style offering that 
will be filled with 300 
teams from around the 
world and a promise of 
realism at every turn. Bi- 
cycle kicks and 360-degree 
spins. will join deep, season- 
based play on either a Eu- 
ropean national or international scale. Players will get emotional after red and 
yellow cards, while the crowd will get emotional over just about anything—you 
can expect team colors, cheers, and boos from the stands. You'll be able to get 
your kicks in February, & 
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pos O WU BOA RDER 


“Shaun Palmer 
is a dream 


—Game informer Dec ‘01 
Se 4 


trick system.” 


GameSpot, Nov ‘01 


A ciisIon 


GAME BOY 
ee 4 


EVERYONE 
© Mild Lyrics wn 

CONTENT Re BY 

ESRB 


2 2001 Seer I Se We anlioales. as il rights reserved, Publi Nichelle Meeatal Set ee ee Activision is a registered trademark and Activision 02 Shaun Palmer's Pro Snowboarder and Pro Snowboarder 
2 aceaieins Rates eto teeone i eae tics Licensed b Son’ Eo Sain Famer Devel Romie if ss we ts Pn ne Sees Play Fate Fo feat A 
regen? a0 of Sony Computer Entertainment Inc. ™, @ Ga me Boy Ct 4 and Gara ee ‘The Fatings cud 1 6 adernenk oF Pera Deal Son Aco ay AP ote 


mnie Mi ich tthe wc as ACTIVISIONO2.COM 


aed 


— | 
PreYLEUS — 


Developed and published by EA Sports 


PLAYSTATION 2 


FIRST LOOK 


Target release date: February 


EVER SINCE Hot Shots Golf last upped the ante, there 
hasn’t been much excitement or innovation in golf gam- 
ing. This season, however, Tiger looks like he will (finally!) 
deliver both. The gem on this fairway will be the new two- 
player split-screen mode, Speed Golf. Forget the traditional 
rules—this is a frantic race to sink your ball, and along the 
way you'll take cash from your opponent for feats like be- 
ing first off the tee, hitting the longest drive, and so on. 
The victor will even be able to tee off again and rack up 
more cash while the straggler finishes! 

But Tiger won't abandon conventional golf, offering 
four PGA courses (Pebble Beach, Sawgrass, Royal Birkdale, and Princeville) 
and three fantasy courses (a South Pacific volcanic island, a canyon, and 
Tiger’s Dream 18 in Antarctica). An RPG-style character-building Career 

_mode will enable you to compete against pros ranging from Tiger to Justin 
‘Leonard to Vijay Singh, while the game’s retooled analog-joystick swing and 
spin controls will aim to leave the traditional three-click swing in the dust. 
It's been a while since EA Sports’ PGA series was anything to write home 
about, but this.season the early scouting reports are most promising. & 


pO eTb eB NEN E ae CORNEAL UDLIEN TOPO PE OETA C HCE ANGE OPE CRE ERC BEES PTO AE A a tN —— - - — creme - oscrmeanennetnrtanelt PRU Orne ne Ee ee eee - - ree suesbennsiaedeetvesvemnemnnnnenineinarnenenanmenein, 


BY IRON MONKEY 


Developed by ClapHanz 
eee Te ee Published by Sony 
OT SHOTS GOLF 3 will retain all (AW / Target release date: Winter 2002 
AVA, 


of the elements that fans of the series 


PLAYSTATION 2 


FIRST LOOK 


have come to love, from the deceptively simple yet addictive 
gameplay to the gigantic-sized heads. The game will take full 
advantage of the PS2 hardware, and each course will be 
packed with intricate background details, realistically rendered 


running at a solid 60 frames per second. 

Also, you can expect more realistic ball 
physics with each shot responding just as accu- 
rately to wind trajectory and ground slopes as 
it will to the angle and power of your swing. 
You'll be able to upgrade your equipment and 


unlock new game options using the points you accrue by winning 
matches. The controls should be just as tight and smooth as in 
the previous Hot Shots games, the camera will be completely 
free-roaming, and the grid-based aiming system will be tweaked, 
enabling for more accurate shots. Hot Shots Golf 3 will arrive 
stateside this winter. 


$C) 
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, : = Yeah, well bust out 
Oh Vince. | did a : the mittens, Buttercup. 
so want to move Zl | just signed for 
to Los Angeles. a 7 with Toronto. 


Your office is a 20,000 seat arena, your salary has a whole lot of zeros, and “Who stole my stapler?” is 
“Who’s picking up Vince on D?” You wanted real, you got real. Build an all-NBA team during the draft. Check 
your team’s actual NBA playbook, and call those plays with real-time coaching. And details? You can count 
the players’ cornrows. Have your secretary take a memo — this rules. 


insidedrive2002.com 
enba.com 


- EVERYONE 


It's a living. 


trigSy Other products and Compan 
Figrms of intelisctuatproperty of 
jDIS reserved. = a 
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BY BROTHER BUZZ 


Developed by Visual Concepts GRAPHICS SOUND _ CONTROL __ FACTOR 
Published by Sega Sports 


$49.99 Football 
Available now 8 players 


NFL 2K2 


PLATFORM NFL 2K2 BUSTS onto the suddenly crowded 
PlayStation 2 PlayStation 2 football scene (see Sports Pages, this 
issue) with some serious football that does a nice 


job of blending arcade gameplay, NFL action, and a 


unique visual style. This game's no Madden, but it is 
SPORT 2K and that’s good. 


Football 
Football With Style 


2K2 has a presentation style that’s all its own. Un- 


PROTIP: Try the kamikaze pass rush. 
At the snap, tap © to select the rusher 
like Madden NFL Football's squeaky clean visual closest to the quarterback, then hit (1 

look, 2K2 is a little rougher around the edges. _—‘ dive at him. PROTIP: Go-to receivers like Terrell Owens of 


Player body models look slightly unreal; however, player faces are outstandingly true to life. the 49ers are money if you can find them in man- 
to-man coverage. 


The animation is quick and tight. Look closely, and you'll also see sick details. For example, 
when backs cut through the line, you can see them twist their bodies to slide past defenders. 
a re ees The audio is nicely tuned to the onfield action. The 2K franchise play-by- 
Soom weds play man “Dan Stevens” returns, and although he’s no John Madden, it’s cool 
a to hear him call replays in sync with your controller moves. 

The gameplay is tight and on-target—even if there’s a slightly frenetic, 
arcade, unMadden-like feel to player movement. Players are fast, and they 
can turn ona dime. 

Of course, 2K2:has a few hitches in its giddyap, too. You can shift the 
defensive line, but you can’t shift linebackers. On offense, you can’t display 


PROTIP: Cross up the A.l. offense by 


PROTIP: On defense. look for offen- your play diagram against the defensive lineup prior to the snap. | creating unique pass rushes. Choose a 
sive tendencies. The Atlanta Falcons, non-blitzing defense, select a line- 
for example, like to run to the weak 2K OK backer, then make him blitz. 


side (i.e., away from the tight end). Despite a few weak spots on its roster, NFL 2K2 is a whole lotta fun! 
If you're ready for a second season, NFL 2K2 is more than worthy. Gr) 


‘Q@wes BY DAN ELEKTRO 
b, cut 
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Developed by EA Canada GRAPHICS SOUND _ CONTROL _ FACTOR 
Published by EA Sports EVERYONE 


$49.99 Basketball 
Available now 4 players BE 


NBA Live 2002 


____ pLartorM THE XBOX VERSION of NBA Live 2002 is almost a 
space carbon copy of the PlayStation 2 edition—but seeing how 


| Ox much the PlayStation 2 got right this year, that’s not a bad thing at all. 


Gamers are still in for the most realistic-looking game of Live ever created. 


‘oie On the Court, Off the Hook 


Basketball The player models and animations in NBA Live are simply jaw-dropping. Athletes transition from 
. crossover moves to lay-ups and dunks with remarkable fluidity. Seeing the players talk to each other 

between plays or, better still, watching them throw mini-tantrums when they disagree with referees 
(complete with detailed facial expressions and flailing limbs) adds more to the game's personality than 
ever before—suddenly, with a five-second cutaway, you’re emotionally involved in the game. That's no 
small trick. The announcers, Don Poier and Bob Elliot,.call the game with reserved energy, and their 
comments keep pace with the action (though you will hear repetitions). Dramatic replays from various 
cameras punch up the atmosphere, too. 

So what’s the down side? Control, or at least the controller, It's easy to get lost on the Xbox con- 
troller: The block button is too close to the last-man-back button—but once you learn your way 


Realistic facial animations give Live an 
eerie but remarkably lifelike look. 


around, the response is tight. And 
you can’t fault the gameplay—it'’s rife 
with options for players of all prefer- 
ences with everything from nitty- 
gritty simulation stats to |-on-| 
streetball modes. 


7 PROTIP: Be sure to save your turbo 
What X Factor? for driving the lane. You might be sur- | 
| oe There's nothing here’ that specifically - prised at how often you can charge the 
| ~ PROTIP: Before you throw an alley. © PROTIP: It’s worth getting in and ha- _ takes advantage of the Xbox's power, paint for points. | 
“gop with the white button, make sure —_— rassing your man on defense. Keep 


_ you have a skilled dunker near the jabbing X, and you'll come up with a 
sla’ Shen és Lele Wadar bo ic steal at least half the time. NBA Live 2002 sets a great standard for Xbox basketball. G 
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but that won’t make you want to put the controller down. 


(GAMEFRO.COM | 


Or 


GAMIEL, 


WWW.GaMeErno. 


GamePro.com is ties with high- 


energy content: reviews, previews, online games, and 
more—fresh daily! Plus, the forum and chat room are 
filled with fierce individualists...who aren't like anyone 
else...just like you! — 


Whether you're ranc omly surfing the web or recklessly 
surfing the swingset, don't go halfway—go to gamepro.com! 


PROREVL ews Pei sderloped by Redzone nienccve Ca re 
NFL GameDay 2002 


Published by Sony 
$49.99 8 players 
PLATFORM = NFL GAMEDAY 2002 opens with one of the greatest intro 
PlayStation.2 


(with 


Availabl : 
vailable now multitap) 


Football 


sequences of any football game ever. The dramatic, booming voice of Earl Mann recites a 


= stirring ode to football against a bone-jarring backdrop of actual game footage from NFL 
Films—a truly moving combo of poetry and punishment. But after that, GameDay is a 
mixed-up bag. You get GameDay’s signature Total Control Passing, plus the controls take an 

SPORT ambitious shot at complexity, offering more potential moves than any other football game. 
Football For example, you.can tackle high or jar.a ball loose. 


But the button presses feel mushy and actual player 


movement feels imprecise. 

The graphics are of uneven caliber, too. Player 
models are not very well detailed. And while there 
are terrific animations of bodies flying through the 


PROTIP: As part of your passing attack, look for 
plays that create mismatches with tight ends or backs 
ing after the quarterback and blockers set up to on linebackers like a flare pass from the Pro Set. 


block. . nobody, 
With all the choices available to PS2 football gamers, 


air after tackles, you also see pass rushers walk- 


PROTIP: Avoid offensive plays that 


develop slowly like the play-action ; 
pass or the counter run. this game just doesn’t pack a powerful punch this year. GZ 


BY ATOMIC DAWG 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Developed by FarSight Studios 
Published by Konami 


i EVERYONE 
$49.99 Football 
Available now 2 players FSS 


ESPN NFL PrimeTime 2002 


_ PLATFORM = SC ESPN NFL PRIMETIME 2002 plays a decent game 
PlayStation 2. of PlayStation 2 football, but it’s at least number three behind 


Pe Madden NFL 2002 and NFL 2K2 this year—and that leaves 
little running room. 
The graphics, at first, strike you as just being funny. They’re more stylized than those of 
SPORT other football games with player models that sport a ‘‘stubby-neck”’ look with extra long arms. 
Football Player movement appears stiff and robotic, too. Once the ball has been snapped, however, the 


arcade-style gameplay pumps out some nice animation, and the controls for ballcarriers and 


passers are generally on-target. There are a few thumb-straining keypad combos, though, 


3 <PROTIP: like holding LI and then pressing L or R to shift the 
wea When youre = defensive line. 

21 inside the 20- 

= yard line on 

offense, con- generic, and you expect to hear more excitement from 
sider calling = ESPN’s Chris Berman and Tom Jackson. 

3 the halfback 


The sounds are respectable —but the crowd noise is 


PROTIP: Strong-armed quarterbacks like Brett 
lias cans This is an intriguing game with some chops that show Fayre of the Packers can gun passes to “thread 


 ECrESPEaanaT nee promise. If ESPN can fortify its visuals and get Berman the needle.” 


ceric fired up, it might be ready for primetime next season. Gr 


NBA Live 2002 


PLATFORM _ YOU CAN TELL that NBA Live is nearing the end of its 


PlayStation run on the PlayStation; little has changed between last year’s 
aD version and the 2002 edition. Live 2002 comes 


BY DAN ELEKTRO 


Developed and published by GRAPHICS SOUND CONTROL FACTOR 
EA Sports EVERYONE . 


$39.99 4 players 
(with 


Available now ; 
Y multitap) 


Basketball 


Vy @e 


packed with all the gameplay and features you 6 WE five i 
expect: lengthy season modes, a |-on-! street- : 

SPORT ball mode with any player in the league, and 

Basketball create-a-player options. Particularly fun are the 


NBA Live Challenges, which offer milestones 
for you to hit (win by 10, get a triple-double, 
get a perfect score in the three-point shootout) 


and then amply reward you with power-ups, 
extra courts, and other goodies. The low-poly & 
player models are well animated and the facial pie hip Tap ips what te vee 
- earlier than you might think on the fou 
textures are hi-res, but in close-ups, they're in. os 7 ater There's a slight delay. 


stark contrast to the uniforms and crowds. The PROTIP: Once you see a ball go in on the ieee 
voice-overs from Don Poier and Bob Elliot keep the pace, but sound terribly familiar, point shootout, stop watching the basket and just 


Controls are as sharp as ever, and the opponent A\l. is tight. NBA Live 2002 is good, but 
outside of roster and uni changes, it’s pretty much like it was last year. G4, 


work on matching that shoot-and-release timing. 
Focus on your stroke, not the score. 
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> 


: wae 


DO YOU BELIEVE IN MIRACLES? 


Yes. 


CELEBRATE HUMANITY. 


OLY 


www.olympics.com 
©2001 |.0.C. All rights reserved. Photo courtesy of Allsport. 


_ SPORT 


PRORECVLEWS ne 
= Developed and published by GRAPHICS SOUND CONTROL FACTOR 


EA Sports 
™$49.99 ®@ Hockey 
PLATFORM AS WITH EA SPORTS’ other Xbox titles this year, you'll have to 


4 @ Available now m4 players 


hose squint to tell the difference between the PS2 and Xbox versions of NHL 2002. While 
that means Xbox gamers can count on playing stellar hockey, it provides little motiva- 
tion for multiplatform gamers to hit this ice. 

Sse He Shoots...Again 


Hockey About the only noticeable differences between the two versions of NHL 2002 are 
some higher-res ice surfaces and textures on the Xbox side—the nuances are that 
minor. If you already own the PS2 game, you may now yawn and go back to your season. 
If you're just getting into next-gen gaming with an Xbox, though, NHL 2002 turns 
in a superstar performance with its addictive gameplay, authentic hockey feel, and ex- 
haustive features. You can chase the Cup across 10 seasons with any team, draft your 
own mgulay create payers and much more, The nifty NHL Cards feature borrows 


from Madden Cards to supply a cool take on PROTIP: Fake out goalies by deking (tap Y)and then — 
collecting and power-ups, while sharp moves like Shooting halfway through the deke move. 


manual deking and saucer passes put the pros’ tools in your hands. 

The controls take some practice because of the Xbox con- 
troller’s cramped button layout, but that’s hardly EA Sports’ fault, 
and once you get the hang of it, you’ll be dangling like Jaromir (last 
season, that is!). An excellent package of slick graphics and top- 
notch sound complete NHL 2002's impressive outing. 


He Scores...Again 
If you're looking for an Xbox face-off, NHL 2002 has the Stanley 


PROTIP: When a star player like Teemu Selanne CUP locked up on Microsoft's nascent system. If you're looking PROTIP: Rely on the “big hit” (tap Y) 


has the puck behind your opponent's blue line, the for an upgrade from the PS2 version, EA Sports definitely hasn’t “a raga ke PERCE oe ON nae, OE 
smartest move is to gamble on their high-scoring earned another $50 from you. (Gr : 
percentage and get a shot off. 


BY D-PAD DESTROYER 


NHL Hit 20 02 ¢ A ; = Developed by Black Box GRAPHICS SOUND CONTROL FACTOR 
| ! A Aveda = Published by Midway | 


é : J =$49.99 m Arcade 
PLATFORM NHL Hitz 20-02 is Midway's over-the-top answer to real- “ho 
Xbox @ Available now Y 


life NHL hockey. Fast action, brutal hits, and dirty fights make for 2 es m6 players 


crazy three-on-three hockey action. 
The problem is that real hockey is every bit as fast, brutal, and dirty 
as this; other than players erupting into flames and unlockable ‘arenas 
and player heads, you'll find NHL Hitz pretty close to good ol’ run- 
of-the-mill hockey. 
But the wacky extras are half the fun. The game looks great——even 
seems if the players’ animations leave a little to be desired——and its sound really 
, : —! makes you feel like you’re in the game. NHL Hitz’s greatest hit is its fluid ) 
PROTIP: Don't be afraid to mix it : nr AS, 
ub 6h the taceolt THhele’s nd dis control, which makes the hockey fly by. It’s no NHL 2002, but NHL PROTIP: If one of your players is 


honor in throwing a body check or Hitz 20-02 for the Xbox should be a blast for arcade sports fans. (J on fire, get the puck to him when- — 
stick check just to get the puck. ever possible. He'll rack up points. 


BY TOKYO DRIFTER 


NCAA Final Four 2002 freemen ec 
Fa~/ 4 @ Published by 989 Sports Ee 


Bf =$49.99 = Basketball 


PLATFORM FOLLOWING UP Ai lackluster freshman outing, NCAA Final 
® Available now m8 players 


PlayStation 2 — For 2002 starts anew and takes care of the basics. The game's 


* 


entire look has been revamped with 
new player models and animations. No longer will you have to deal 
with disproportionate limbs that made proper floor spacing impossible 
in Final Four 2001. The sounds, however, are second-string. The up- 
dated commentary is entertaining but too scattered to create a co- 
herent narrative of the game, and court sounds are muted. 7 
The gameplay has received the most balanced attention: The back- 
down button is a welcome addition, and several post-up options pro- 


- Basketball 


PROTIP: Making | two shots ina 
row earns you a fire icon, but that duce hassle-free controls. NCAA Final Four 2002 is a well- rounded pp orp: The shot will fall even if 
doesn't mean it's easier for you to game of basketball that’s just not as flashy as its pro cousins, which is you hit the button a little early, but ~ 


continue a hot streak. sort of appropriate in a way. @ a Foaiis late presses will always miss. 
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PlayStation.2 


the a ee ae 


a epee ae eS a he sane ss Se 


ere aF iz 


note - 


STABLISHMENT.ANTI-CORPORATE. 
NTI-GRAVITY. The next evolution 


of boarding is here. No wheels. No snow. 


=? 


ra | 


or ee ee eee a 


; No surf. Just air, air and more air 


See ya when you finally come down. 


Mild Violence 


Mild Language 


WWW.NAMCO.COM 


COMPUTER 


ENTERTAINMENT ® 


Developed by Criterion Software Limited and published in North America by Namco Hometek Inc. under license from Sony Computer Entertainment Europe © 2001 SCEE. The Sony Computer Entertainment logo is a registered trademark of 
Sony Corporation. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


) OLE~ -p L AY E RS se A Li = i - oe Genki GRAPHICS SOUND CONTROL FACTOR 


Published by Ubi Soft TEEN 
$49.99 RPG 
Available now 2 players EPP 


APTURE. BREED. FIGHT. Repeat. From Monster 
Rancher to Pokémon Crystal, countless ballads have 


THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


PLATFORM 
PlayStation 2 
been written of the tragically repetitive life of the 
ij Ye 7" monster breeder. Jade Cocoon 2 is yet an- 
. ” other... though even breeders who've 

Cl long since hung up their Pokéballs may 
la =: LOct OON » F consider coming out of retirement once 


cent tt OA, A AO AON ay 


_—_—-——— © they hear this song. Be; : 
“ PROTIP: Sneak up on enemies in the 
| Choo-Choo-Choose You! forest to earn a free attack at the be- 
ginning of battle. 


In Jade Cocoon 2, you play the role of Kahu, a young breeder- 
in-training who embarks on a quest into four elemental forests of vast 
repetition in both layout and look, hunts for eggs and items, and then 
returns to breed newer, better Divine Beasts so that he can return to 
the forest again...and again...and again. While J]C2 sounds like it could 
devolve into an extraordinarily tedious affair, a few key features keep it 
from ever becoming one. 

JC2’s biggest asset is its unique, compelling, and complex battle sys- 
Anyway. 1 gor it tem, in which you arrange up to eight elemental Beasts in a circle and 


the sromised renard 3 , . 
this is IT choose which ones will attack in combo. The way the creatures comple- 


F sthar’s sialic 3 é' h PROTIP: To earn maximum XP and 
ment each other’s skills is pretty ingenious; there are countless strategies ensurasachit evolution, make sure every 


to try, and watching your weird Beasts evolve into even weirder ones is __ Beast gets at least one turn on the front 


PROTIP: Jobs are integral to improving 


your reputation. Let the job you take choose 
the next Forest you'll enter. inexplicably rewarding. There’s also a nifty Job Bulletin Board that en-_ line during every battle. 


sures you'll have multiple goals in mind every time you 
delve into the forest depths. 


Egg/Larva/Pupa/Adult 


While the bulk of the game's graphics and levels are monot- 
onous, personality steps in to save the day with freaky cool 
character art by Princess Mononoke’s Katsuya Kondou, dialogue 
that’s actually funny, and voice-acting that ranks among the 


, c = es PS2’s best. The battle sound effects are pretty cool, too, 
p nrass eee tt 
Qin: — 7 7 accompanied by a varied, ambient acid-jungle jazz soundtrack. 
HPsAS) nessa. _ 
PROTIP: Constantly rotate your attacks Hyper-repetitive level design is the only real flaw in what's 
Beasts at the back of the formation regen- otherwise a unique, rewarding, intelligent, and funny role- 
erate MP faster. playing game; there’s enough good stuff here to keep you —_ BREEQTEP: Merge an Earth Beast with a Ginui iactinis 
mired in the monster-raising lifestyle for far longer than magic). Merge a Wind Beast with a Fangnagin (Tishous 
you'd ever imagine. (GF) magic). Put them in the Water Formation for an awe- 


some HP/MP healing combo. Got that? 


~* BY TOKYO DRIFTER 
PLATFORM y v . a oy yo em are ith ee. : Developed and published by GRAPHICS SOUND CONTROL _ FACTOR 
PlayStation 2 oe é 7m Atlus . 
| rie + : ro $44.99 RPG 


Available now | player 
UNLIKE PREVIOUS INSTALLMENTS in the franchise, Wiz- 


ardry: Tale of the Forsaken Land comes to us courtesy of Atlus, 


making for a more console-oriented experience rather than one for the PC. This tale 
of Mie! 4a eqnres up a mix of both worlds, and the results are decidedly generic. 
: Some amazingly drawn art highlights what are other- 
wise pretty lackluster graphics. The environments are 


bland—although enemies have some nicely detailed touches. Easily 
outshining the visuals is the dramatic orchestrated score, which is the 


game's greatest feature. The lack of speech is about the only weak link 


; : : | She might have been a little tough 
in the audio department. The rudimentary controls, however, can fn ae. butthavbe thutcallidest is 


needed in a trustworthy leader. ¥ 


make you feel like you’re wading through molasses—even when you 
use the dash button. 


= reer “i ith i 
MT S0!t Wizardry makes a nod toward the original series with its old- 


school gameplay, but even with updated graphics and battle features, 
it just doesn’t come close to the top PlayStation 2 RPGs. Tale of the Forsaken Land is still fun in its own way, 


but you should be prepared for a very slow-paced affair with a sparse story and few bells and whistles. @ 
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OLE-PLAYER’S REALM 


fae > ; GRAPHICS SOUND CONTROL FACTOR 
BB 


Developed by From Software 
Published by Agetec 


$49.99 RPG 
Available now | player 


PLATFORM THE SUCCESSOR TO Evergrace changes names, leaps back 
PlayStation 2 in time, and mixes up the gameplay—but forgets to include a 


compelling story. At least you still get to put on funny hats. 


Kingdom Come 
Evergrace was one of the first action RPGs available for 
the PlayStation 2, enabling you to use traditional weapons 


and armor along with wacky fare like umbrellas. Forever 
wl - Kingdom continues the offbeat flare of its 
SoS " 4 predecessor, with a new name and quite 
a few different play mechanics. 
Even though Forever Kingdom's 


battles put you in command of a PROTIP: Run behind this chant ¥ ac PROTIP: Use the slash to quickly 
cess the various doors. Don’t go toe- make your way through bogs. Other- 
to-toe with him, or it’s instant death. wise, you'll crawl too slowly. 


party of three, you're able to se- 
lect only one character at a time 
to directly control. While you can pick your character on the fly, the A.l. 
of the computer-controlled characters is pretty awful, and you have to 
work hard to make them help you out. 

Graphically, Forever Kingdom is much improved from Evergrace, but 
still far behind in terms of other games on the PlayStation 2. Even the 
cinematic cut-scenes have an outdated look. 


The Emperor’s Clothes 
Good music is crucial to breaking the monotony, and this is an area where 
the game delivers nicely. The story, which takes place before the events 


PROTIP: Use the ice amulet to get 
past this puzzle, but cast it a few steps 
of Evergrace, has some interesting twists, but the horrendous voice-acting away or it will miss. 


SME TAN I makes the drama seem bland. 
PROTIP: Blocking is essential in observing Still, dressing up is fun, and patient action RPG fans will find a tougher quest than the original with lots to dis- 


the attack patterns of your enemies, some = cover. However, cheap deaths, an average story, and questionable boss balance hold Forever Kingdom back from 
of whom can wipe you out in two strokes 


or less. 


being a completely satisfying experience. Gr) 


BY FOUR-EYED DRAGON 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


PLATFORM -LEMENTS FROM OTHER adventures combined with a 
PlayStation 2 


Developed by Sacnoth 
Published by Midway 


$49.99 RPG 


Available now 


Mature-rated—and sometimes graphic—story line makes 


FE Shadow Hearts a solid RPG from start to finish. 


An intriguing story of Japanese imperialism mixed with Chinese mysticism sets the stage of 
Shadow Hearts. In this tale, you’ll follow Yuri, a boy who is capable of morphing into 


different c creatures. 3 In a twist of fate, Yuri is thrown into a struggle of good and bad .. 
; | after rescuing a mysterious young girl : 
named Alice from the grasps of an evil SH ADOM ‘ ate ARTS] 
wizard. You'll travel through early 20th 
Century Asia and Europe with a party b N 
made up of colorful characters like a mage, spy, and vampire, 
while you try to solve the mysteries surrounding Alice. 


Turn-based battles are the meat of each fight, with a unique timing system 
reminiscent of other recent RPGs like Legend of Dragoon. You'll need to press 


: a button at just the right time in order to inflict damage on the enemy, which 
fou'll find a Lott can get tedious and sometimes aggravating, especially if you mess up. Of course, 


inside the boat ac Jin 5 | there are tons of items to buy and magic spells to learn, too. 


innkeeper’ s Son’ s Son ae 

| Here, | want you to have amy 

nt er, Shadow Hearts’ visuals and sounds are 

nice, but unfortunately they don’t match 

up to those of other RPG wonders. 

Backgrounds and city environments are vividly detailed, but battles lack color 

and special effects. And even with so much dialogue, there isn’t a single voice- 

over. Still, the music plays in harmony with the game's style. 

ee — Ve A predictable story plot and linear gameplay are the minuses to this other- 

re to talk to the PROTIP: Don't use any type of magic wise well-created dark RPG. Shadow Hearts will definitely keep you entertained 
‘ore ; ” i ou'll be h until the PS2’s much anticipated Final Fantasy X is released. & 
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imply put, Gitaroo Man is one of the most ; 
ente J aining titles yet in the rhyttia “action genre.” - Next Gen 


_ = Sc a ar 
ae 
Play as the legendary Gitaroo Man ~ e The Gitaroo is the weapon! Keep 
and save the planet from the clutches - a. with the rhythm as you shoot, duck, 
of the evil Grabaren family! OG TtBs aS oc20S 18 = and dodge your way to victory! 
10 colorfully unique stages, each Musical Deathmatches and 
EVERYONE with its own music including reggae, Harmonizing Co-op play for up 


rock, hip-hop, techno, and more! to 4-players! [>] ayS [a it O Nn ® e 


Gitaroo Man is a trademark of KOEI Corporation and KOEI Co., Ltd. © 2001 KOEI Co., Ltd. All rights reserved. “PlayStation” and the "PS" Family 
logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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MARAZING 


SEC EO HOR Sa TOM 
Changs the firing mode 
of the SPR. 


of! ee ©2001 InterAct Accessories, Inc. All Rights Reserved. All trademarks © their respective owners. 
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~-Enter n new n codes in a flash 
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|, = 
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i 


‘ 
WANHA SEAT 


THE GAPE? 


hog Up = 4 USB Dericherals 
To Your PS2e 


Pes ob 8 ad ae a es A-bonus CD packed with over | 
= with improved thirteen thousand codes for 
_ © | graphics re sound. PlayStation® one games. 


Thousands of PS2° codes bey. gry corgi ieee the napadiy of 


Beat virtually every PlayStation (builtin vers Gar at re a _ standard cards. 
game, including Gran Turismo 3", ¢/ Oa 


es you full control of your PS2° 
game saves. 


Klonoaz™, Red Faction™, 
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OLE-PLAYERS REALM 
OSTRA- T 


Y SWUM 


The first PlayStation 2 Final Fantasy 
game is loaded with rewarding side 

quests. In this ProStrategy Guide, we 
guide you through various Cloister of 
Trials challenges and show you how 
to obtain powerful weapons, extra 
aeons, and more. 


For more strategy, check out our Final Fantasy X cover feature on page 40. 


By Mage-or Mike 


Celestial Weapons 


In order to get the best weapons in 
the game, you need three items: a 


The Cloudy Mirror 

The Cloudy Mirror is a key item that 
can open locked treasure chests — 
without it, you can’t get the best 


sigil, a crest, and the Celestial Mirror. 
The first two items must be collected 
for each character; and you must get 
the last one once, and then modify it. 

Before you embark on your quest 
for these items, make sure your party 

has control over the airship. The 

Cloudy— later Celestial—Mirror 
opens magically sealed treasure 

chests; the crest and sigil are 
required to unlock the wea- 
pon’s full potential. Here’s 


how to find some of 


weapons in the eure 


Ope) y.ousheunotiplanning: 
ChoGsi this iplace}on foot, 


To obtain the Cloudy Mirror, go to 
the Calm Lands and talk to the man 
riding the chocobo. He's standing on 
the north cliff, over to the west side 
(near where you can find Al Bhed 
Primer vol. XXIII). After the initial 
chocobo training—you only have to 
pass the first test—ride your new 
pet over to the south entrance to the 
plains. Go east, and at the dead end, 
stand on the chocobo feather and 
press X to jump into the area below. 


these weapons and 
items for various 
characters. 


So what exactly are the Al Bhed babbling about? The only way to find out is by learning their dialect. The 
are 26 Al Bhed Primers scattered across Spiria, and each volume translates one letter of the alphabet. Almo 
every volume can be obtained at any point in the game; however, you only have one chance to get vols. X 
XX, XXI, and XXII, so don’t leave their respective areas until you’ve obtained them. Some volumes can be 
found in more than one location, as explained on the following pages. 


Alphabet 


Salvage Ship: Besaid: S.S. Liki: Oasis Kilika: 
Deck Crusader’s Lodge Engine Room Tavern 
Al Bhed Primer vol. Ill Al Bhed Primer vol. lil 


Al jalan Primer vol. Al Bhed Primer Sie u Al Bhed Primer Sa IV 


After you meet Yuna, Lulu, and 
Wakka and leave Besaid Village, 
re-enter the village and go to 

the Crusader’s Lodge. 


You can find the third voldiiie 
in the lower-right corner of 
the screen when you're inside 
: the Engine Room. : 


“The first Rotini is over to 
ide of ibe screen. 
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At the temple, go to the west side 
(where you can also find Al Bhed 
Primer vol. XXIV) and examine the 
sphere on the ground. Go to the 
east side of the temple and ride the 
chocobo. All you have to do is win 
the race to the bottom of the spiral 
and the Cloudy Mirror is yours. 


The Celestial Mirror 


ie ir if sds 
, bs 
o " 7 » * 7  : 
i 


I'm supposed to meet my ce ie 


but he hasn't shown up for the longest time, 


In Macalania Woods: South, talk to 
the woman and child. Then go east 
until you reach To Thunder, where 
you should go north. 


SUppOSed tonmeetimy family here, 
pUrVine yr egnouhenoninrsightiviy, 1) 
Talk to the man on the right and tell 
him that his wife and child are wait- 
ing for him. Return to where the 
woman and child were and talk to 
them repeatedly. 


Bon 


The fifth volume is on the 
floor of the Bridge, behind 
the steersman. : 


GAMEPRO FEBRUARY 2002 


The fifth volume can be found 
near Kimahri, in the eastern 
part of the Sanubia Desert. 


After they tell you of their missing 
son, go up the glittering path to the 
northwest, and at the next screen, 
head north. Talk to the child at the 
end of the path, and the Cloudy Mir- 
ror turns into the Celestial Mirror. 
Make note of the rock at the path’s 
end—you must return here with 
your weapon, crest, and sigil later. 


Auron 


ry 


+) 
Obtained Mars 


The Mars Crest can be found in a 
treasure chest at the south end of 
Highroad: Oldroad, South. If you use 
this to modify Masamube, the aeon 
Yojimbo will be able to inflict over 
9999 damage. 


al 


, hy , | 
bh Wy 


WOwWZEnS!Youlvercem 
Of ten races 


Complete a total of 10 races and 
areas combined between Area Con- 
quest and Species Contest at Calm 


Stadium. 


The sixth volume is near Kim- 
ahri, in Basement B of the 


Lands: Arena. If you do, you'll be re- 
warded with the Mars Sigil. 


Masamube 


a 


At Calm Lands: Gorge Bottom, follow 
the east path and take the Rusty Sword 


from between the two tall rocks. 


. Use the Rusty Sword? 
No, t= 


Then go to Mushroom Rock and 
travel northeast until you reach the 
second path that leads north. Take 
that path and step on the elevator 
platform at the end. Examine the 
statue and use the Rusty Sword. 
Examine the emblem that appears 
on the nearby wall, use the Celestial 
Mirror, and take Masamube. 


Kimahri 
urn Crest 


Find the Saturn Crest along the north- 
east wall in Gagazet: Prominence 
which, is right before Gagazet: Fayth 
Cluster (you may miss it—it’s almost 
hidden between two pillars). When 


theater. 


After Tidus teaches Yuna how 
to whistle —in Luca—you 
can find the seventh volume 
in the reception area of the 


you use this to modify the Spirit 


Lance, the aeon Ixion can inflict over 
9999 damage. 


Saturn Sigil 


Collect all seven blue butterflies in 
Macalania Woods: Central, and a 
treasure chest appears with a Tele- 
port Sphere inside of it. After you 
reveal that treasure, head to Maca- 
lania Woods: North and catch seven 
more blue butterflies. When you're 
successful, you get the Saturn Sigil. If 
you find yourself collecting only six 
blue butterflies in Macalania Woods: 
North, backtrack at the start of the 
collection game; there’s a blue butter- 
fly to the north of the start point. 


Spirit Lance 


At Thunder Plains, pray at any three 
Qactuar statues, and then return to 
Thunder Plains: South. Look for a 
wrecked tower in the southern half 
or the area over to the east. Pray 
(press LJ) in front of the tower and 
use the Celestial Mirror; a chest will 
appears with Kimahri’s Sprit Lance 
inside of it. 


Bmeng JEOMGAIN 


sVenyou 
nine podhe oherr 


meeting 
ae 


After Tidus watches the sun- 
set with Yuna, Rin automati- 
cally gives you the eighth 
volume when you try to leave 
the agency the next morning. 
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Lulu 
Venus Crest 


Return to Guadosalam and enter The 
Farplane. Open the chest to the west 
and take the Venus Crest. When you 
use this to modify the Onion Knight, 

the aeon Shiva will be able to inflict 

over 9999 damage. 


Onion Knight 


Go to Baaj Temple, Ruins: Under- 
water Hall and jump in the water 
(for more information, see “Anima” 
under “‘Additional’ Aeons”’). You can 
find a treasure chest to the south 
and slightly to the west. 


dit 


Use the Celestial Mirror to open the 
chest and take Onion Knight. 


4 To 
Newroad 


Al Bhed Primer vol. 1X 


The ninth volume is around the 
bend and near where Shelinda 
is thrown off her chocobo. 


GAMEPRO FEBRUARY 2002 


Ro eR REALM 
, PROSTRATEGY GUIDE 


Rikku 
Mercury Crest 


de 


You can find the Mercury Crest in a 
treasure chest at Sanubia Desert: 
West. Just look in the small area to 
the west. 


Mercury Sigil 

You've probably noticed a sandstorm 
that has sealed off the east section of 
the Sanubia Desert: West. To access 
that area, you need to collect 10 
Cactuar Spheres, which are located 
in various places throughout the 
desert and other places. 


The first thing you need to do is ex- 
amine a ‘““Cactuar stone” in Sanubia 

Desert: West, which is south of the 
sandstorm area. Make a note of this 
rock’s location because you're going 
to return here often. 


Tomay: You can always find the first 
Cactuar, Tomay, in Oasis, just across 
from the save point. In order to 


Precipice 
Al Bhed Primer vol. X 


pra 


obtain his sphere, you must play a 
little game first. Simply run toward 
the Cactuar when he isn’t looking 
and stop when he faces you. Oh, 
there’s a time limit, too. 


If you’re successful, you'll fight Tomay 
and be rewarded with Tomay’s Sphere 
and an item; if you lose the game, you 
only get a sphere (along with mock- 
ing Cactuar laughter). To quickly de- 
feat any Cactuar, summon Shiva and 
cast her Heavenly Strike attack. You 
may also want to have Rikku steal 
from the little guy before you exter- 
minate him. 


Once you’ve acquired the sphere, 
take it back to the stone you dis- 
covered earlier in Sanubia Desert: 
West. Now you must find the follow- 
ing nine Cactuars: 


Desert: East, in the southwest recess 
by the treasure chest, where you also 
found Al Bhed Primer vol. XIV. 


ri § 


vi ow: 
North Wharf 


Rovivea: You can find him in Sanubia 


FINAL FANTASY X 


Chava: In Sanubia Desert: West, 
read the sign to the northwest of the 
stone where the Cactuar spheres are 


being placed. 


it 


Alek and Aloja: You can find these 
two Cactuars in Sanubia Desert: 
Central in the western part by the 


ruins, the same area where you 
found Al Bhed Primer vol. XVIII. 


Vachella: Is located in the small hut 
with the save point in Sanubia Desert: 
East. Activate the save point to make 
him appear. 


Robeya: Is trapped in a treasure 
chest in Sanubia Desert: Central. The 


r vol. XI 


SE a 


The tenth volume is at the 
end of the curved walkway, 
at Mushroom Rock. 


After you meet with Seymour 
on the beach, you can find 
the eleventh volume down 
the Highroad a bit and behind 


the stone pillar. 


station. 


After the ride on the Shoopuf, 
you can find the twelfth vol- 
ume up the small ramp at the 


After meeting with Seymour, 
you can explore the rest of 
Guadosalam. The thirteenth 
volume is in a shop that’s to 
the southwest of the Mansion. 
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chest is over to the west in the corner, 


just below the ruins. 


Isrra: ls in the Sanubia Desert: West 
stuck in a hole that he probably dug 

for himself. If you cannot find him, 

proceed to the exit in the west area 

and then re-enter it. 


After you collect the tenth Cactuar 
sphere and insert it into the Cactuar 
stone, the sandstorm in the valley be- 
low disappears. You can now open the 
two treasure chests down there — 

one of which houses the Mercury Sigil. 


Godhand 


The Celestial Mirror seems to react. 


Elio: Walk back to Oasis and head 
toward the save point. When you 
arrive, Elio disappears. Board the air- 
ship and you can find him topside, on 
Airship: Deck. 


Flaile: Appears automatically behind 
you at the Cactuar stone after he’s 
announced as the next bounty. 


Return to the airship, enter the Input 
option, and key in the following pass- 
word: GODHAND which takes you 
to a new location, Mushroom Rock. 
When you arrive at Mushroom Rock, 
follow the path to the north until 
you find a treasure chest. Godhand 
is inside. 


Tidus 
Sun Crest 


+ 


Obtained Sun Crestt ae. 


You can find Tidus’s Sun Crest in 
Dome: The Beyond, the place where 
you fought Yunalesca. To make the 
treasure chest appear, climb the stair- 
case to the left side of the screen; 
you should be taken to the bottom 


of a staircase at the far end of the 
area. At the top of the stairs is a 
treasure chest with the Sun Crest 
inside of it. 


Sun Vigil 


First, complete all the training exer- 
cises. Then play the Catcher chocobo 
game. Beat the trainer in the race 
with a time of 0:00.0 by collect- 
ing enough balloons and avoiding the 
incoming birds. 


Caladbolg 


Caladbolg is located in Calm Lands: 

North just down the small hill in the 
northwest corner. To make the guard 
gO away, win a race of Catcher cho- 
cobo against the trainer. 


Yuna 
Moon Crest 


The Moon Crest is located in a small 
enclave to the northwest of the save 
point at Besaid Beach. Open the 


treasure chest and take the crest. 
This item adds Double Overdrive 
to Nirvana. 


Moon Sigil 


e= fiuron: Send ‘her. 


When you have all eight aeons, return 
to Remiem: Great Hall and defeat all 
of Belgemine’s aeons— including An- 
ima and the Magus Sisters. After that, 
agree to send her. You’ll receive the 
Moon Sigil as a reward. 


Nirvana 


Go to Calm “pha Arena, use the 
Celestial Mirror to open the chest, 
and take Nirvana. 


i a 
¥ roy re 


Who will present thelr weapon’? 
«a M ive 


{Vune 


fAuiron 
Kimahrl 
Wabia 
Lute 
Rikky 
No one, 


After the ritual in Macalania Woods: 
Central, the weapon is given Break 
Damage Limit, Triple Overdrive, 
Double AP, and One MP Cost. The 
aeon Valefor can now inflict over 
9999 damage. 


Travel Agency 


Al ort Primer two. XIV 


When you arrive at the Thun. 
der Plains: Travel Agency, 
talk to all the members in 
your party, talk to Rin, and 
say, “Okay.” 
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East 
Al Bhed Primer vol. XIV 


After you meet Rikku in the 
eastern part of the Sanubia 
Desert, you'll be able to find 
the fourteenth volume in a 
southwest recess. 


Lake Road 
Al Bhed Primer vol. XV 


You can find the fifteenth vol- 
ume in a recess across from 
the save point. 


anu 3 a 5 
Central 


Al Bhed Primer vol. XVII 


Agency Front 


Al Bhed Primer vol. XVI 


The seventeenth volume can 
be found in the northwest 
corner of the central area 
of the Sanubia Desert. 


The sixteenth volume can be 
found in front of Rin’s Travel 
Agency, just to the left of the 
merchant, O’aka. 
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Got AP? 


If you're tired of the slow process of 
accumulating AP in order to move 
around the Sphere Grid, there's a 
way to rack up 99 S.LVL spaces from 
a single battle. 


Learn Bribe 


Teaches the ability Bribe. 


en 


: Display Status} ” 


First, have any character in the party 
learn the ability Bribe (it’s in the 
smallest cluster of nodes at the bot- 
tom of the Sphere Grid). 


Door to Tomorrow 


- 
74000 tata: 


Wakka 


296802 eS. e 
furon YP 4830 MP 173 


Second, you have to find a rare item. 
You can find the Mech Leader inside 
the mountain cave or on the mountain 
trail at Gagazet; you can also occasion- 
ally find it on the Calim Lands. When 
you encounter one, call in the char- 
acter who can Bribe and then give 
the robot 74,000 Gil. When you do, 
the robot takes your money and flees. 
Win the battle, and you are rewarded 
a rare item: Door to Tomorrow. You 
want to collect 10 of these rare items, 
which are typically dropped in pairs. 
Yes, it requires a lot of Bribe money, 
but it’s probably the best 370,000 Gil 


you've ever spent. 


Central 
Al Bhed Primer vol. XVIII 


The eighteenth volume can 
be found in the central part 
of the Sanubia Desert, near 
a sign at the north end. 
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Al Bhed Primer vol. XIX 


The nineteenth volume is 
against the west wall of the 
outside area that also has a 
save point. 


Drive — AP 


Earn more AP instead ef charging Overdrive gauge. 


1 Next 
15605 


item Cost 


aMagiC F107 


ag CMOUTTES 
rageigrsannes Me 
a Panis Boog sor 
t ; Higtinny 


Sone MP Cost 


So eauaie ie 
ea OTIVE) “4 ile 


Once you have 10 Door to Tomor- 
row, enter the Customize menu and 
choose a weapon, preferably a weak 
one, and add Drive ~ AP to it. 


Loner Overdrive 


UVulushas fearned Overdrive mode toner! 
eri ee ene st = 


. ~ ——— 


Lulu UP 3180 MP) 292 


Next, the character who possesses 
the weapon that was just modified 
needs to learn a new Overdrive, 
Loner. The easiest way to learn this 
is to enter battle and have the other 
two party members escape. Keep 
blocking until you learn the Over- 
drive mode, which will happen 
automatically. 


(uly. !3180.MP Ba 


Set your Overdrive to Loner and 
equip the weapon with Drive ~ AP. 
Go to the Arena at the Calm Lands 
and pick a fight with a monster that 
only attacks with spells such as fire, 
ice, or lightning. For example, if you 
fight Flame Fan, equip armor that re- 
pels or consumes fire attacks. VWWhen 


When you first enter the Main 
Corridor, backtrack and search 
the west wall. You should find 
a door that leads to the Living 
Quarters. 


‘Living Quarters 
Al Bhed Primer vol. XX 


the fight starts, evacuate the other 
two party members and then do 

nothing but block. The longer you 

block and keep “fighting,” the more 
AP you’ll accumulate. 


Raises Accuracy by 3 pcints. 


: Display Status 


After a while, kill the monster and 
then check out all the AP. If you wait 
long enough, you'll have 99 S.LVL 
spaces. You are now free to move 
about the Sphere Grid. 


Cloister of Trials 


In order to obtain the main aeons in 
the game, you must pass several tests, 
or Cloister of Trials. The key aspect 
of each trial is to remember to un- 
lock the hidden treasure with the 
Destruction Sphere —that’s the only 
way to get two additional aeons, An- 
ima and the Magus Sisters. Now, re- 
peat that last sentence five times. In 
addition to the five main aeons—Vale- 
for, Ifrit, Ixion, Shiva, and Bahamut— 
there are three additional optional 
ones that you can find. 


Besaid: Trials (Valefor) 
In the first room, touch the glyph on 
the wall in front of you, then touch 
the one to your right. Go down the 
stairs that are then revealed. 


Just down the first set of stairs is 
a Glyph Sphere —take it. 

Go down the next flight of stairs 
and put the Glyph Sphere in the door. 
After the door opens, retrieve the 
Glyph Sphere from the door. 

Go around the corner and put 
the Glyph Sphere in the recess on 
the left wall. 

Go around the corner, touch 
the writing on the wall, and take 
the Besaid Sphere from the end 


Living Quarters 


Al Bhed Primer vol. XXi 


Take the east branch at the end 
of the Main Corridor and you 
should find the twenty-first 
volume at the end of it. 


FINAL FANTASY X 


of the passage that’s revealed. Put 
the Besaid Sphere in the sphere 
stand in the corridor. 


Destruction Sphere 
Backtrack to where you placed the 
Glyph Sphere, and take the Destruc- 
tion Sphere. 

Take the Destruction Sphere to 
where you found the Besaid Sphere 
and insert it in the recess. 


You can obtain hidden items |b 
using Destruction Spheres, 


Go to the end of the corridor and 
take the trial’s treasure, the Rod of 
Wisdom. 

To end the trial, push the sphere 
statue onto the glowing light. When 
you leave the chamber, you are re- 
warded with Valefor. 


Kilika: Trials (Ifrit) 

At the start of the trial—we'’ll call 
this room |—take the Kilika Sphere 
from the sphere stand that is to left. 
Insert the sphere in the recess to the 


right of the door, and then remove it. 


In the next room—we'll call it 
room 2—go straight, put the Kilika 
Sphere in the recess in the wall, and 
then remove it. Take the Kilika Sphere 
and put it in the recess along the 
right wall. 

Take the Glyph Sphere from the 
sphere stand and insert it into the 
recess along the left wall. 

Go to the wall where you in- 
serted—and then removed—the 
Kilika Sphere in room 2 and touch 
the glyph on the wall. This creates a 
passage to what we'll call room 3. 

Go straight, and then step on 
the shining spot in the upper-right 
corner—this makes a sphere stand 


appear. Push the stand onto the shin- 
ing spot you just stepped on. Take 


Priests’ Village 
Al Bhed Primer vol. XXIl 


— 


Before the Bevelle Trials, you 
can find the twenty-second 
volume at the bottom of the 
stairs near the save point. 
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the nearby Kilika Sphere from the 
right wall—room 3—and place it in 
the stand that you just moved. 

Return to room 2 and take the 
Glyph Sphere from the left wall. Go 
back to room 3 and place it in the 
recess along the right wall. A passage 
is revealed, but don’t enter it yet; in- 
stead, go down the stairs and take 
the Kilika Sphere from the right wall. 
Go up the other set of stairs and in- 
sert the Kilika Sphere into the recess 
to the right of the door at the far 
end of the room. 


Destruction Sphere 


Go back to the passage that you just 
revealed and take the Destruction 
Sphere. Take the sphere down the 
stairs and insert it in the recess along 
the right wall. Take the Red Armlet 
from the chest. To exit the room, re- 
move the Kilika Sphere from the far 
wall and go up the stairs. You've just 
added Ifrit to your aeon zoo. 


Djose: Trials (Ixion) 

Start things by taking the two Djose 
Spheres out of the right and left walls 
and inserting them into the door. 


In the next room, take the two Djose 
Spheres flanking the door and place 
them in the two holes on the far wall 
on the right side of the room. 


A 


You can find the twenty-third 
volume on the northwest 
ledge of the central area of 
the Calm Plains. 
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The twenty-fourth volume is 

to the left of the temple, past 
the chocobo at the dead end 
of the walkway. 


Push the sphere stand in the mid- 
dle of the room over to the right un- 
til the sphere on top of it becomes 
charged. 

Go to the left side of the room 
and step on the shining spot—this 
moves the sphere stand back to the 
center of the room. Take the Djose 
Sphere off the sphere stand and in- 


sert it in the recess to the right of 
the door. 


Remove the two Djose Spheres from 
the far wall over to the right and in- 
sert them into the sphere stand. Push 
the stand into the lightning pit, and 
then jump across the pit. Push in the 
sphere stand on the other side. Jump 
back to the room and step on the 
shining spot on the left side of the 
room—this will bring the sphere 
stand back. 


Take the two spheres from the stand 
and put them in the recesses on both 
the right and left walls of the room 
where you started the trial. 

Return to the second room and 
take the Djose Sphere from the wall 
to the right of the door that leads 
to the electricity pit, and put it in 
the recess to the left of that door. 


The twenty-fifth volume is in- 
side the cave at the dead end 
of a short recess. 


Destruction Sphere 


Go over to the left side of the room 
and touch the glyph on the wall. Go 
down the passageway that’s revealed 
and take the Destruction Sphere. 
Stand in the middle of the room, 


and you are teleported to the last 
room of this trial. 


Go to the back area of this new room 


and push in all five sphere stands. In- 
sert the Destruction Sphere into the 
sphere stand that appears, and the 

treasure is revealed: Magic Sphere. 

Exit the room via the staircase. Meet 
your newest aeon, Ixion. 


Macalania: Trials 
(Shiva) 


Although you are given Shiva before 
this test, you must still complete it. 
The trial is divided into three floors, 
and you start on the third one. 


You can only get the final vol- 
ume after you have control 
of the airship. On the airship, 
access the console, go into 


BR Opin a pg 


From the third floor, go down to 
the second one and take the Glyph 
Sphere from the middle pillar. Put the 
Glyph Sphere on the sphere stand, 
and then push the stand over to the 
right, and then toward the back 
wall. The stand breaks the ice and 
slides to the first floor below. Stay 
on the second floor and take the 
Macalania Sphere from the wall to 
the right. 


Take that Macalania Sphere to the 
first floor and insert it into the pillar 
to the left. Then take the Glyph 
Sphere off the stand that you pushed 
earlier and put it in the wall to the 
left—the far left slot. 
oY = i ig 
Et cataidapaaaiaiabiicien 2 
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Return to the second floor and take 
the Macalania Sphere over to the left. 
Take the sphere to the first floor and 
place it on the sphere stand. Push the 
stand over to the right. Return to the 
second floor and take the Macalania 


Search, and set the X coordi- 
nate to 74, the Y coordinate 
to 36, and the Z coordinate 
to 0—yyou don’t have to be 
exact, so just keep tweaking 
the directional pad and rapidly 

_ tap X until you find Omega 
Ruins. You can find the twenty- 
sixth volume near the ring of 
four treasure chests by the 
stand with the glowing blue 
gem on top of it. 
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Sphere from the wall at the top of the 
slope that leads to the floor below. 
Place that sphere in the center pillar. 


shining square. Take the Macalania 
Sphere off the sphere stand that ap- 
pears behind you and then push the 
sphere stand down the slope. Take 
the Macalania Sphere down to the 
second floor and place it in the re- 
cess by the slope that leads to the 
first floor. After that, step on the 
shinning square on the second floor. 


UARY 2002 


Go to the third floor and step on the 


Bevelle: Trials 
(Bahamut) 

Two important notes about the 
Bevelle Trials: First, you must have 
a Bevelle Sphere on the sphere stand 
in order for it to move. To make a 
long story short, before you take 
the last ramp to the exit of this trial, 
make sure two Bevelle Spheres are 
in your possession. Second, unlike 
other trials, you cannot return here 
later in the game—so make sure 
that you reveal the treasure before 
you exit. 


Destruction Sphere 


Take the Destruction Sphere from 
the sphere stand that appears and 
carry the sphere down to the first 
floor. Insert the Destruction Sphere 
into the wall over to the left and 
take the treasure—a Luck Sphere. 


stand into the shinning square. 


On level |, at the first junction, 
turn right and go down to the sec- 
ond level. 


Return to the second floor and take 
the Macalania Sphere from the top 
of the slope that leads to the floor 
below. Put the Macalania Sphere in 
the hole in the wall to the right on 
the second floor. Push the sphere 
stand to the right and then remove 
the Macalania Sphere from the wall 
to the right. Insert the Macalania 
Sphere into the recess in the wall 
at the top of the slope that leads 
to the first floor, and then push 
the sphere stand to the first 
floor. Take the Macalania 
Sphere from the middle pil- 
lar and go to the first floor. 


On level 2, at the first junction, go 
straight—the only direction you can 
go—and down two levels. You should 
reach a dead end. Take the Bevelle 
Sphere at the dead end, and then 
push the stand back onto the con- 
veyor belt. 

At level 2, when you reach the 
junction, go straight—the only di- 
rection you can go—and up to the 
first level. 

On level |, go to the end of the 
“main stretch” so you automatically 
begin from the starting point on 
this level. 

From level |’s starting point, turn 
right at the second junction, and in- 
sert the Bevelle Sphere into the wall. 
Push the stand back onto the con- 
veyor belt and travel back to the 
starting point. 

From level |’s starting point, this 
time turn left at the second junction 
and take the Bevelle Sphere from the 
wall. Push the stand back on the con- 
veyor belt and return to the level's 
starting point. 


From level |’s starting point, turn 
right at the first junction and descend 
to the second level. When you reach 
the junction at the bottom of the 
ramp, turn left, and then go straight 
to the end of the passage, which 
leads to level 2’s starting point. 

From level 2's starting point, turn 
right at the fourth junction. Insert 
the Bevelle Sphere into the wall. 
Don’t do anything in regards to the 
path that appears; instead, return 
to the starting point of level 2. 


—— 


Put the Macalania Sphere on the 
sphere stand on the first floor, and 
then push the sphere stand to the 
right. Return to the second floor 
and take the Macalania Sphere from 
the wall that’s at the top of the slope 
that leads to the first floor. Put that 
Macalania Sphere in the center pillar 
on the second floor. Go to the third 
floor and across the ice bridge. 


From level 2’s starting point, turn 
right at the third junction that leads 
to a dead end. Take the Glyph Sphere 
from the wall, then push the stand 
back onto the conveyor belt and re- 
turn to levels’ starting point. 


Destruction Sphere 

From level 2’s starting point, turn 
right at the fourth junction. Walk to 
the dead end, insert the Glyph Sphere 
into the wall, and take the Destruc- 
tion Sphere. Push the sphere stand 
back onto the conveyor belt and re- 
turn to the start of the second level. 

From level 2’s starting point, turn 
right at the third junction. Insert the 
Destruction Sphere into the wall at 
the dead end—when you do, the 
nearby platform starts to glow. Re- 
turn to level 2’s starting point. 

From level 2’s starting point, turn 
right at the fourth junction and take 
the Bevelle Sphere from the wall. Push 
the sphere stand back onto the con- 
veyor belt and return to the starting 
point of level 2. 


From level 2’s starting point, turn 
right at the second junction. When 
you stop, push the sphere stand onto 
the conveyor belt to continue. At the 
end of the path, you should be taken 
up a ramp and to a staircase. Go up 
the stairs and insert one of the Bev- 


elle Spheres into the wall. 


Take the treasure to the right (HP 
Sphere), and step on the flashing spot 
that appears—when you do, your 
sphere stand appears behind you. 


Push the sphere stand to the left, and 
take the treasure at the end of the 
platform—Knight Lance. But the big 
prize is a new aeon, Bahamut. He 
joins your collection after you exit 
the cave. 
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Dome: Trials 


Although successfully completing this Cloister of 
Trials doesn’t yield a new aeon, you can still find a 
treasure here —but only after you take command 
of the airship. As for now, you can only complete 
the first part. To start, step on the green square 
just up the steps. This trial is divided up between 


two rooms—let’s call this first trial the east room. 


After the monitor on the far wall is activated, step 
on the squares with an “X” as shown on the grid 
above. When you’re successful, six sphere stands 
appear—three along each wall—and a door opens 
that leads to the west room. Push the sphere stand 
in the top-left corner into the wall and then go 
into the west room. 


Stand on the squares as shown in the chart above. 
Go into the east room and push the sphere in the 
upper-right corner into the wall. 
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Return to the west room and stand on the squares 
as shown in the chart above. After that, enter the 
east room and push the sphere stand in the lower- 
left corner into the wall. 


Return to the west room and stand on the squares 
as shown on the chart above. After that, return to 
the east room and push the sphere stand in the 
lower-right corner into the wall. 


Go back to the west room and stand on the squares 
with an “X” as shown on the chart above. After 
that, take the Kilika Sphere from the stand to the 
left of the monitor against the far wall. 


(FR) FINAL FANTASY X 


You see a sphere—shaped_ recess. 
<= 


Take the Kilika Sphere into the east room and put 
it in the sphere stand along the left wall. Return to 
the west room and take the Besaid Sphere from 
the stand to the right of the monitor, against the 
far wall. Take the Besaid Sphere to the east room 
and put it in the sphere stand along the right wall. 
You cannot get the Destruction Sphere yet, but 
remember to return here later in the game. 


After Yunalesca 


After you defeat Yunalesca and take command of 
the airship, return to this room. In the first room— 
the east room—step on the spaces with an “X”’ as 
shown above. 


After you step on the three spaces in the east 
room, enter the west room and step on the re- 
maining four spaces as shown above. 
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FINAL FANTASY X 


Fle 


When you successfully step on the 
correct spaces in both rooms, a chime 
plays and a Destruction Sphere is re- 
vealed in the east room. 


Take the Destruction Sphere to the 
west room and insert it in the recess 
to the right of the monitor against 
the far wall. The wall crumbles, and 
the prize, Magistral Rod, is yours. 


“Additional” 
Aeons 


ap nA HL SAESTPESTUP WAS RLARTZ DOE RE ERE PON SA ASE ROSETTES ETI PS NA 


Yojimbo 


et 
& eer aad 


Go to the arti exit — the Calm 
Lands: Near Bridge; from there, head 
to the Gorge Bottom and into the 
Cavern of the Stolen Fayth. Head 


north through the cave. 


In order to get Yojimbo, you need lots 
of money—about 300,000 Gil. When 
you meet Lady Ginnem in the Cavern 
of the Stolen Fayth, defeat Yojimbo 
and then step on the teleporter pad 
and take the treasure from the caves 
that are flanking the main cavern. 
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When you're ade step ¢ on the tele- 
porter pad and go to the cave to the 
north. Although the asking price is 
300,000 Gil, you can bargain down 
to 250,000— just keep offering that 
amount until the seller agrees to 
make a deal. 


Anima 


Remember way back when you first 
met Seymour and his disturbing aeon? 
Once you gain control of the airship, 
you can add that aeon, Anima, to 
Yuna’ collection: 


: Search, an area.” 


On the #shio, access 5 the console and 
then go into Search. Set the X coor- 
dinate to 16, the Y coordinate to 57, 
and the Z coordinate to 0—you don’t 
have to be exact, so just keep tweak- 
ing the directional pad and rapidly 
tapping X until you find the Temple 
of Yevon-Baaj. Before you venture 
down there, though, make sure you’ve 
acquired—or revealed——the treas- 
ure from each Cloister of Trials. 


Change equipment, > 


4 
ase 


ie 
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EPIBUNPROOT, ay 


Sind Jurie 


When y you arrive, pallens sure athe 
Tidus, Wakka, and Rikku are equipped 
with armor that resists or wards off 
stone. You have a monster that must 
be defeated before you can enter the 
Antechamber where the aeon is kept. 
Go to the north end of the stone 
walkway and jump in the water. 


| Hactega 30 
| Slowge 2 
L rr et 


To start the baste, swim toward the 
small green square on the map. The 
boss, Geosgaeno, has high defense, 
but takes a lot of damage from Holy 
and fire spells. Cast Haste on every- 
one first, then hammer away with 
magic and powerful physical attacks. 
When Geosgaeno sucks a party 
member into his caged belly, make 
sure those on the outside are at full 
health; when the captured character 
is “returned,” everyone takes sub- 
stantial damage. 


After Geosgaeno is defeated, swim 
toward the small green square on 
the map. Once you're through the 
Underwater Passage, enter the Ante- 
chamber and stand in front of each 
of the six statues. After the sixth 
statue is illuminated, the seal against 
the north wall shatters. 


Enter din Faythi Ruins ahi eat the 
Anima aeon. 


FP defauit 


Upon exiting the chamber, don’t 
miss the two treasure chests in the 
Antechamber. 


Magus Sisters (Cindy, 
eery, and Mindy) 


Not only is this trio incredibly pow- 
erful, but they’re hilarious to watch 
when unleashed on an unsuspecting 
enemy. To obtain these triplets of 
terror, you must satisfy the following 
conditions: 


Look at aeon’s info, 


Have all seven eons —Vaetoe frit, 
Ixion, Shiva, Bahamut, Yojimbo, and 
Anima. Also make sure that you’ve 
obtained the treasure from each 
Cloister of Trials—including the 
one at Zanarkand. 


Seems to have some connection with a hidden aeon,,, 


Use Sort Equipment Key It 


Collect all of the required monsters 
from the Calm Lands and Mt. Gagazet. 
The set of monsters from the latter 
group yields the Blossom Crown. To 
obtain the Flower Sceptor, defeat 
Valefor, Ifrit, Ixion, Shiva, and Baha- 
mut at the Remiem Shrine. 


Try us sing Flower Scepter’? 


At the Remiem Shrine, enter the 
Great Hall and defeat each of Bel- 
gemine’s aeons. Then go to the door 
on the east wall. Use the Flower 
Scepter and Blossom Crown to 
break the seal, and then enter the 
cave and take your prize. 
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SPOILER ALERT! 


The Pillar of Autumn 


Whenever you take out one of the 
larger, blue Covenant (called Elites), 
grab its plasma rifle—it’s one of the 
game’s better weapons. The only 
downside is that you can’t reload 
it—when its charge runs out, it’s 
junk, so grab a new one whenever 
the opportunity presents itself. 


When you encounter Marines engaged 
in combat, stop and help them out. 
The survivors usually stay with you, 
and they often prove really useful 
later on. 


Whenever you hear the beeping that 
indicates your shields are getting low, 
retreat and take cover until they re- 
charge. This tactic is utterly crucial in 
staying healthy throughout the game. 
An excellent variation on this move 
is retreating back through sliding 
doors—the Covenant never follow 
you, and the closed door blocks 
their fire. 
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When fighting a pack of Covenant, 
take out the Elites first—they’re 
deadlier than the Covenant grunts, 
who you can safely ignore for short 
intervals. 


Proper use of grenades is nail im- 
portant in Halo—basically, whenever 
you're outnumbered, chuck a grenade. 
As soon as it blows, rush in while the 
enemy is disoriented and mop up. 
Also, the Covenant's plasma grenades 
are better than the human's fragmen- 
tation grenades because they'll actu- 
ally stick to an enemy, which can 


prove very effective. 
- Ww 


As 


When you descend into the area 
where Marines are fighting Covenant, 
help out your side until that first wave 
is handled. Then look to the skies— 
a series of Covenant dropships will 
send in reinforcements. Lead the 
charge until all is clear. 


CONTENT RATED BY 
ESRB 


The mesmerizing Halo easily ranks 
as one of the first great Xbox games, 
and this ProStrategy Guide will steer 
you through its frenzied combat and 
Intriguing mysteries. By Air Hendrix 


z 4 Wee, 


To take out Jackals, the Covenant who 
carry a hand-held shield, fire a short 
burst to get them to duck behind 
their shield. Then flank them—circle 
to one side while they’re crouching 
and take them out. When the battle’s 
over, locate the Warthog (a.k.a. a 
jeep) that a Marine dropship un- 
loaded for you and drive it into the 
gray cave at one end of the valley. 


After a tricky drive apouBh the cave, 
you'll reach this area, which you can’t 
pass through without getting out of 
the Warthog. With your back to the 
entrance of this area, look to your 
right. You'll find a passage leading up. 
Take out the enemy lurking there and 
continue down the passage until you 
locate the switch that activates the 
light bridge. 


As you emerge from the cave, the 
locations to the three groups of sur- 
vivors are marked by blue lights. If 
you get lost, though, Cortana will 
eventually give you a waypoint. Res- 
cuing the survivors is sheerly a matter 
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Halo has many plot twists and surprises, and reading ahead in 
this ProStrategy Guide will ruin them all. You’ve been warned.... 


of combat, so charge in and clean out 
the Covenant. Stay in your Warthog 
as much as possible —its mounted 
gun is very powerful. Running over 
enemies is also a fine tactic. 


The Truth and 
Reconciliation 


As the level opens, run forward and 
to the right. Take cover along the 
ridge and begin sniping. You'll remain 
undetected longer if you take out 
lone Covenant first. Be sure to get 
the ones in the turrets, too. VWWhen 
you're discovered, join the Marines 


in mopping up. 
Per | 


When the Marines tell you they'll 
hang back, move ahead on the left 
and get a position on the high ground 
that lets you fire on the whole valley. 


‘ 
*% coin 


Often, it’s a good idea to climb into a 
Covenant turret and use its sizable 
firepower to take out the enemy. 
When the valley is clear, battle for- 
ward and handle the aves. of attacks 
at the. oe tif 
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The last assault at the lift is two 
Hunters—your first encounter with 
these huge, deadly Covenant. Since 
they're slow but pack a brutal punch, 
keep your distance and backpedal if 
they approach—in close, they can 
kill you with one swipe. Use your 
most powerful weapon and, from a 
distance, fire cautiously but steadily. 
Also, watch out for their powerful 
green plasma bursts, which you can 
easily sidestep. 


decline 


Once you've ridden the gravity lift into 
the Covenant ship, you'll face a Cov- 
enant in camouflage for the first time. 
They're invisible like in the movie 
Predator, and they can kill you before 
you even see them. Their large, blue 
sword, the occasional shimmer of 
their camouflage, and their telltale, 
dog-like grunts give them away, 
though. You can also spray bullets 
around randomly—weapons fire 
disrupts their camo. 


The Silent 
Cartographer 


>. 
a ee 


When the beach is secure, get in the 
Warthog and head straight in the di- 
rection it’s already pointed. The map 
room is just a short jaunt ahead in 
the structure pictured above. 


No matter what you do, you can’t 
prevent the map room door from 
being locked, so return to the Wart- 
hog and continue down the beach in 
the same direction. 


Just ahead next to a wrecked Wart- 
hog, you'll find a path to the interior 
of the island. Leave the Warthog be- 
hind and head up the path to find the 
security override, then return to the 
map room and fight your way down 
to the Silent Cartographer. 


Assault on the 
Control Room 


As you emerge outdoors into the 
snow, take out the turret on your 
left, then climb into it and use it to 
take out the turret across the field. 


Grab the rocket launcher next to the 
wrecked Warthog and use it to take 
out the Covenant hovercraft, which 
are called Ghosts. 


There's also an unused Ghost laying 
around—climb in. It’s a fine way to 
get around quickly and unleash some 
serious firepower. 


a) A 
@ WANA 


You'll have to handle the deadly 
Covenant tank before you can pro- 
ceed, though. Taking it out requires 
two rounds from a rocket launcher. 
When all is clear, ride the Ghost to 
the next area. 


PASSER 
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Immediately climb into the human 
tank, called a Scorpion, and lay waste 
to the area, including the Ghosts and 
the Hunters. Stay in the Scorpion as 
long as possible as you move ahead. 


When you're forced out of the Scor- 
pion by the gate-like barrier, you'll 
ascend up to an area littered with 
turrets, two Ghosts, and a Banshee. 
Immediately head to the left and take 
out the turret. Next, get out the 
rocket launcher to dispose of the 
three aircraft. Afterwards, head in- 
side and fight forward until you ar- 
rive at the base of the pyramid. 


Take out the two Hunters, capture a 
Ghost or a Banshee, and ride it up 
to the top of the pyramid. Just inside 
the pyramid is the control room, but 
you'll encounter some sizable resist- 
ance before reaching the level’s end. 


343 Guilty Spark 
While this swamp feels like a huge, 
wide-open area, it’s actually fairly lin- 
ear. Locate the downed Marine drop- 
ship, gather supplies, and head out in 
search of the mysterious structure. 


The structure you’re looking for is 

pictured above. Inside, it’s standard 
combat as you progress forward by 
locating the doors with green lights. 


Immediately after the cut-scene of 
the now-dead Marine, expect an at- 
tack by swarms of these new aliens, 
the Flood. The best weapon to han- 
dle these little critters is the machine 
gun—fire short bursts because they 
explode when they die and will take 
out others nearby. 


ii addddddd ddd 


The next type of Flood will be these 
larger creatures, who move quickly, 
have incredible jumping ability, and 
like to charge in close to attack with 
a powerful punch. Retreat to maintain 
a healthy separation, and as with Res- 
ident Evil’s zombies, expect them to 
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“play dead” after their first attack and 
then spring back to life for a second 
and final attempt. After you handle 
that first wave, your objective changes 
to just escaping from the structure, 
so battle your way back out. Along 
the way, you'll get your first chance 
at picking up a shotgun. Grab it im- 
mediately —hands down, it’s Halo’s 
best weapon. 


The shotgun packs enormous stop- 
ping power and can put down even 
the big Flood—permanently—with 
one shot. When fighting the Flood, 
it pairs nicely with the machine gun, 
which should be used to mop up the 
little Flood after shotgunning the big 
ones. As you make your way to the 
structure’s exit, you'll have to solve 
mini “jumping” puzzles in two places. 
Look for crates or other objects 
onto which you can jump that then 
let you leap to the level above. As 
you head out from the structure into 
the swamp, stick with your Marines 
and look for the tower with red 
lights, where your encounter with 
343 Guilty Spark will end the level. 


The L i ibre ary 


You'll run into a new type of Flood 


(pictured above) in this level. This 
large, lumpy alien explodes violently 
after taking little damage, so keep 
your distance or it will kill you as 
surely as a grenade. You can also 
use that explosion to your advan- 
tage, timing the blast to take out 
other Flood nearby. Finally, these 
lumpy Flood release a small pack 
of little Flood when they explode. 


aoe! 


In heated battles against large contin- 
gents of Flood, it’s best to ignore the 
little Flood and concentrate on the 
larger ones—as long as your shields 
aren't depleted, that is. The damage 
done by the little ones takes a while 
to accumulate, and the larger Flood 
are much more deadly. 


Two Betrayals 


When this level begins, you’re being 
pounded by the Sentinels. Immedi- 
ately switch to your shotgun and run 
forward—there’s a transparent bar- 
rier that you can take cover behind. 
When your shields are recharged, 
head into the open and take on the 
Sentinels—a shotgun blast or two 
will do the job. The trick when fight- 
ing Sentinels is to never stand still, 
or their lasers will get a lock on you. 


oaliieiiieeniemend 
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When Cortana tells you to hijack a 
Banshee near the bottom of the pyra- 
mid, don’t head all the way down into 
the snow just yet. Continue along that 
same level through the short tunnel 
and grab the rocket launcher. 


Use rockets to tbe out the tank, 
clear out the remaining Covenar 
and snag that Banshee. 


As you fly toward the waypoint, use 


the Banshee’s firepower to clear out 
the landing area, then touch down 
and head inside to the first power 
generator. To hover with the Banshee, 
hold on the left analog joystick, 
ee ke can snipe antalhine 


After you step inside the pulse gener- 
ator’s beam, which trashes it and de- 
pletes your shields, you'll be swarmed 
by Sentinels. The safest move is to 
immediately run to the side of the 
room that’s opposite the door and 
take cover until your shields recharge. 
You can then either fight the Sentinels 
or just leave them behind and head 
out to your Banshee. 


Fly the Banshee down to the lower 
bridge, use its weapons to wipe the 
bridge clean, and battle through the 
interior to Canyon B. It’s a some- 
what long but standard ee 


When you arrive at t Cany B, you’ 7 


have several Covenant vehicles to _ 
take out. First target the Ghost, then. 


the Banshee, and lastly the tank. 


_ Sentinels battling the 


When all is quiet, ride the spare 

Ghost ahead a ways until you reach 
the scene pictured above. To your 
right are two Hunters and to your 
left is a tank and some Elites. 


First, though, dismount and deal with 
the Banshee overhead. Then mop up 
the area using your Ghost's lasers and 
your rocket launcher. If you run out 
of ammo early on, you can always 
climb into one of the Banshees and 
use its weaponry. 


the Banshee, and head ins 
pulse generator. 


At the pulse generato 


back, let one e side win, the 
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Fly your Banshee down from the gen- 
erator and into the tunnel toward 
Cortana’s waypoint. Use its weaponry 
to clear out the enemies in the tun- 
nel and fly it forward until you’re 
forced to ditch it. Soldier on until 
you reach Canyon A. 


Once you're there, grab one of the 
Ghosts and ride forward. You'll have 
to deal with one small skirmish be- 
tween the Flood and Covenant. 


Soe | 
: 3 
Just beyond that, you'll arrive on the 
scene of the biggest battle you’ve 
seen yet. You're simply too outnum- 
bered here to actually win the fight, 
so creep along the right-hand wall 
instead and do your best to avoid 
drawing attention to yourself. 


| 
L 


our pil ts sone of. Baccliieee Slip 
into it and take off —fast—before the 


oe. head for the waypoint. — 
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The badies area is Gencaly guarded 
by some Sentinels, which are actually 
really good at taking out Banshees, 
so your best move is to practically 
crash-land the Banshee and run in- 
side before you’re blown out of the 
sky. The third pulse generator is 
guarded by more Sentinels, and once 
you've cleared them out and trashed 
the generator, the level is over. 


Make your way forward until Cortana 


tells you to turn back from the big, 
yawning gap that you can’t jump 
across. But for the only time in the 
game, ignore her advice and save 
yourself an ass-whupping— just jump 
into the gap. Your fall will be cush- 
ioned by the ship's leaking coolant, 


and besides, it’s the only way forward. 


On the groieet you u'll be ingelves a 
standard combat until you arrive at 
the lift. Don’t worry about taking out 
every single enemy—clear a path so 
that you can stand inside its beam and 


your ‘Il be > Cap orroes up it in short order 


After the scene with the Captain, 
_ you'll start encountering Covenant 


rocket launchers—just strafe to 
dodge their slow but deadly green 


plasma bursts. The launchers blow 
up like a grenade after you kill their 
carrier, though, so be careful. 


The Maw 


When you start seeing markers on 
the floor for the Armory, make sure 
to step off the path to Engineering 
and locate this huge weapons cache. 


In Engineering, the resistance from 
both the Flood and Sentinels is fierce 
and relentless, so stick to the corners 
and shadows. Try to avoid calling at- 
tention to yourself, but naturally, fight 
back when attacked. There are a lot 
of health packs on both sides of the 
first floor, by the way. 


Press Bio retract exhaust coupling 


Make your way to any of the way- 
points on the third floor by heading 
to the far right of the main room and 
following the clearly labeled doors. 
Rush to any of the waypoints and tap 
X to retract the exhaust couplings 
on the reactor. Stay alert up there, 
too—you will have to handle plenty 
of attacks. 


Onis you retract one of the cou- 
plings, you'll suddenly have just one 


_ waypoint—that’s the vent core that 
_ you just opened, and you need to 


destroy it with a rocket or grenade. 


Drop off of the third-floor catwalk 
and onto the struts that run across 
the room, and you'll get a good angle 
on the vent. Aim for the glow inside 
the vent. Once the vent is blown, 
the safest move is to jump off the 
strut onto the second floor and hide 
until your shields recharge. Then re- 
peat this process three more times 
to ignite the process of blowing up 
the Pillar. 


Once all the vents are toast, you’re 
heading for an elevator on the top 
right of the third floor—it’s through 
a series of doors, and a pack of 
Covenant is waiting for you inside. 


. 
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At the top of the lift, you'll have six 
minutes to escape. Grab a Warthog 
and take off for the waypoint. 


Don’t worry y abbas fighting —just 
drive like a maniac: it’s a wild ride. 
Cortana will correct you if you take 
a wrong turn, and the tunnels and 
jumps are the fastest way. Be sure to 
sit through the credits for a tantaliz- 
ing hint about the sequel! @ 
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at Menu, View All Movies, and More 


SOUNC OPTIONS 
NETWORK SETUP. 
MOVIES 
GAVE GAME 
LAS CLAIVIE 
ACS RO. AY 
F Lave. Sscoros 
te yee Gr.) CONTROLLER CONFIG 
” m : CHEATS 
HAUN SCALMER OEMO 
CRE b-) 


#4 Select 


#% Select x Accept 


WONCA YY BE OAPI ORS 
ALWAYS GPRCIAL: Ors 
PRRERCT RAM: OFF 
SUPER STATS: OFF 
GIANT MOOG; ON 
SLOWMO: OF 
PRRP RCT! MANAG eR 
TINY MOOR: ON 
MN PMN SHG ORE 
EXPERT MOOR: OFF — 
FIRST PERSON: OFF r 
CONE , 


HARDS OP 


200 


Unlock Cheat Menu: At the Main Menu, 
choose Options, and at the Options 

Menu, choose Cheats. At the Enter 

Cheat Code screen, enter backdoor (the 
word is case-sensitive) as a code, then select 
Accept Changes. If you entered the code correctly, 
you'll hear a sound and automatically return to the 
Options menu. Start a game, pause it, and then 
select Cheats from the pause menu. Now you 
can activate cheats such as Tiny Mode, 
Moon Physics, and First Person. 


View All Movies: At the Main Menu, 
choose Options, and at the Op- 
tions menu, choose Cheats. At 

the Enter Cheat Code screen, 
enter peepshow (the word is case-sensitive) 
as a code, then select Accept Changes. If you 

entered the code correctly, you'll hear a sound 
and automatically return to the Options menu. 
Select Movies, and all movies are now available. 
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NET WOrrkKC PLAY 
CREATE-A-SKATER 
PARK EntTOR 
TUTORIALS 


#$ Select 


Box 493709 
San Francisco, CA. 941197 09. 


mi 


Height == 
Weight: - 


trick: Style 
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Accept = fs" Rotate Seater 


Unlock Secret Skaters: At the Main Menu, select Create-A-Skater. At the Creation 
Options screen, select Create New, and then enter any of the following names 
to unlock these hidden skaters. If you entered the code correctly, the unlocked 
skater will appear when you select Accept Changes. 


Note: A “_” designates a blank space. 


062287 


80s Mark 


Aaron Skillman 


Alan Flores 
Andrew Rausch 
Andy Nelson 


Braineaters 


Brian Jennings 


Chad_Findley 
Chris Glenn 
Chris Rausch 
Chris Ward 
Connor_Jewett 
Crashcart 
Darren_Thorne 
Dave_Cowling 
Dave_Stohl 


DDT 


Eastside 


Jesse Borisch—Rockford, MI 


Edwin _Fong 
Frogham 
Gary_Jesdanun 
Gorilla 
Grass _ Patch 
Henry Ji 

Hi Ben 

James Rausch 
Jason_Uyeda 
Joel Jewett 
Johnny _Ow 
Kage 

Kevin Mulhall 
Lisa_Davies 
Matthew _ Day 
Mick West 
Mike_Ward 


Mini Joel 


Nicole Willick 


Noel_Hines 
Nolan Nelson 
Paul Robinson 
Pete_Day 
Pimpin Frank 
Rachael Day 
Ralph_D’Amato 
Rastapopolous 
Riley Hawk 
Ryan _ McMahon 
Sandy _ Jewett 
Scott_Pease 
Skillzilla 
Spencer _ Hawk 
Stacey _D 
Steve_Ganem 
Steven_Rausch 
Trey Smith 


William Pease 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


GU WL 


All Weapons, Extra Money, and More 


During a game, enter the following codes to unlock these cheats. If you entered 
it correctly, you'll hear a sound and the name of the cheat will appear onscreen. 


All Weapons: Press R2, R2, LI, R2, Left, Down, Right, Up, Left, Down, 
Right, Up. 


Alternate Costumes: Press Right, Down, Left, Up, LI, L2, Up, Left, 
Down, Right. 


Clear Weather: Press LI, L2, RI, R2, R2, Rl, L2, A. 

Cloudy Weather: Press LI, L2, RI, R2, R2, Rl, L2, U. 

Crazy Pedestrians: Press R2, RI, A, x, L2, LI, Up, Down. 

Destroy All Cars: Press L2, R2, LI, Rl, L2, R2, A, FO, O, A, L2, LI. 


Extra Money: Press R2, R2, LI, LI, Left, Down, Right, Up, Left, Down, 
Right, Up. 


Fog: Press LI, L2, RI, R2, R2, RI, L2, x. 


Full Armor: Press R2, R2, LI, L2, Left, Down, Right, Up, Left, Down, 
Right, Up. 


Full Health: Press R2, R2, LI, Rl, Left, Down, Right, Up, Left, Down, 
Right, Up. 


Higher Wanted Level: Press R2, R2, LI, R2, Left, Right, Left, Right, 
Left, Right. 


Improved Car Handling: Press RI, LI, R2, LI, Left, RI, Rl, A. 
Note: To activate the Improved Car Handling cheat, press R3 or L3 to jump while driving. 


Lower Wanted Level: Press R2, R2, LI, R2, Up, Down, Up, Down, 
Up, Down. 


Pedestrians Attack: Press Down, Up, Left, Up, x, RI, R2, LI, L2. 
Pedestrians Fight Each Other: Press Right, R2, O, RI, L2, Down, LI, RI. 
Pedestrians Riot: Press Down, Up, Left, Up, x, RI, R2, L2, LI. 

Rain: Press LI, L2, RI, R2, R2, Rl, L2, ©. 

Speed Up Time: Press O, ©, O, LU, OU, 0, O, O, Li, A, O, A. 


Tank: Press O, O, O, O, O, O, RI, L2, LI, A, O, A. 


John Zieba—Ontario, Canada 


‘SOUL REAVER 


teat OINS MOOriss 


BONUS 
MATERIALS 


BONUS UNLOCKED 


MATERIALS ae 
y ’ 


» eet LECOCY as BAIA Seats ; > ; 


At the main menu, press Left, A, Right, A, Down, O, x. If you entered the 
code correctly, a new option—Bonus Materials Unlocked—will appear. 


GAMEPRO FEBRUARY 2002 


All Weapons, God Mode, and More 


PSS rt ne ery 


OPTZONS 


LOAD GAL . 
Pause the game, simultaneouly press and hold L and R, and then enter any . 
of the following codes to unlock these cheats. If you entered the code correctly, 
you will hear a gunshot and the name of the cheat will appear. . 
All Weapons: Press A, B, B, A, A, A, A, A. - 
Berserk Mode: Press B, A,B, A, A, A, A, A. 4 
Computer Map: Press B, A, A, A, A, A, A, A. - 
God Mode: Press A, A, B, A, A, A, A, A. 4 


invulnerability: Press B, B, B, A, A, A, A, A. 
Level Warp to Tower of Babel: Press A, B, A, A, B, B, A, A. 
Radiation Suit: Press B, B, A, A, A, A, A, A. 


All Costumes, Unlock Everything, and More 4 


‘ 


A \pRAMUNG 


@: 


conrinué / Ns 


YEN 
‘ * 


COSTUMES 
CREATE-A-SPIDER 
VIEWSCREDITS 


j | y | ' 
NEW GAME ; \ RECORDS 


ENTER CHEAT CODES 


ACB/C DP EF GH I AKO aL = 
Pat Aah = \ 


ea Ea 
NO/PQRS TUVWXYZ 


QQHANTED WES SWING 


SPACE 
BACKSPACE 
FINISH 


CAN JUMP AND > 

SWING MUCH FARTHER 
HAND ATTACK WITH 

OovagLe DAMAGE! ‘ 


L2 200M cur 


At the main menu, select Special. At the Special screen, choose Cheats, and then 
enter any of the following codes to unlock these cheats. If you entered the code 
correctly, Stan Lee will vehemently scream, “Excelsior!” like a raving maniac, the 
screen will shake, and the name of the cheat will appear. 


Big Head Mode: ALIEN 
Debug Mode: DRILHERE 
Programmer High Scores: VVHISCRS 
Unlock Everything: AUNTMAY 
What If Mode: VVISIONS 
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Infinite Batarangs Unlock Bonus Cars 
| ff Create-a-Car 


‘SOUND: cree erotins 
ic (State ¢ North Gerolina / 
| he Devetmeen (ao 

:  DeyorBirth » 2a 
Year of Birth « 19814 


Continue 


Lo BACK site SEC MT iii : 
At the main menu, select Options. At the options menu, press LI, RI, L2, R2. f Create-a-Car 
If you entered the code correctly, you'll hear a sound. When you start a new _ sr tc 


PR kd T S 
game, you should have unlimited Batarangs. 


SPIDER-MAN: MYSTERIO’S MENACE 


Unlock Everything | = | | ee 


Hometown Karinapolie, NC 
‘Rieth Date 04/29/1954 


At the Driver Select screen, choose Create-a-Car. At the Create-a-Car screen, 
select Driver. Enter any of the following first and last names to unlock the corre- 
sponding car. Return to the Driver Select screen and, if you entered the name 


NEW] GAME 


cio = ‘a : a fc "} “3 7h ‘on | = correctly, the unlocked car will be available. 
! | : First Name Last Name First Name Last Name 

Audrey Clark Josh Neelon 
Benny Parsons Katrina Goode 
Buster Auton Ken Patterson 
Cheryl King Kristi Jones 
Chuck Spicer Mandy Misiak 
Creasy Hillsworth Michelle Emser 

At the main menu, select Password. At the Password screen, enter JV31- asa Daryl Wolfe Rick Edwards 

password. If you entered the password correctly, you'll automatically go to the 

map screen and all levels, items, and upgrades will be available. Dave Alpern Rick Humphrey 

Ray Montoni—Lyndhurst, N.J. Dave Nichols Sasha Soares 
Diane Grubb Scott Brewer 

GUI ULAn : Dick Paysor Tom Renedo 

Unlock Dizzy and Testament Jim Hannigan Traci Hultzapple 

Zz fe y, ~ oT q ne aay ee TS Joey Joulwan Troi Hayes 


FOL il, 


Unlock All Themes in Park Editor 


© 1998-2001 ARC SYSTEM WORKS, Ltd. 9M Sgt SUAS SENSE Wy yee PROWEST 

. . SESSTOM 
At the title screen, press Down, Right, Right, 7 , VREER THE 
Up, Start. Start a game and, if you entered the (Bea Sie igs aA ws 
code correctly, Dizzy and Testament will be C004, S-+Usy 


available at the Please Select a Character screen. 


At the Main Menu, press Up, Left, Down, Right, Down, Up, Down, Right, 
Left, Left, (J. If you entered the code correctly, you will hear a sound. Select 
Park Editor, and all themes will be available. 
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Hidden Aki Images, Kelly’s Thriller Music Video, and More 


*: 


# 


SPECIAL FEATURES Cs ee ROM CONTE 


COMMENTARIES 
BOARDS/BLASTS 


THEATRICAL TRAILERS om 


@ we) qm PLAY Movie 
2 RENN tere 


Hidden Aki Images: On Disc One, enter Special Features and then go into DVD-ROM Content. At the DVD- 
ROM Content menu, press Up, Up. If you entered the code correctly, a symbol will appear onscreen. Press 
X and you can view images of Aki. 


Hidden Storyboards: On Disc Two, highlight “Highlights Menu” and then press Right, Down. If you entered 
the code correctly, a symbol will appear underneath the Highlights Menu bar. Press X and you can view the 
storyboards from a scene in the movie. 


Hidden Storyboards: On Disc Two, at the first page of the Highlights Menu, enter Vehicle Scale Comparisons. At 
the following menu, highlight the symbol in the lower-left corner and then press Right, Right. If you entered the 
code correctly, a new symbol will appear at the lower-left corner of the screen. Press X and you can view sev- 
eral CG models. 


Hidden Storyboards: On Disc Two, at the first page of the Highlights Menu, enter Character Files. At the Charac- 
ter Files menu, highlight the symbol in the lower-left corner of the screen, and then press Right, Left. If you en- 
tered the code correctly, a new symbol will appear in the lower-right corner of the screen. Press X and you 
can view storyboards from the movie. 


Hidden Storyboards: On Disc Two, at the second page of the Highlights Menu, enter DVD-ROM Content. At 
the DVD-ROM Content menu, highlight the symbol in the lower left corner, and then press Up, Right. If you 


entered the code correctly, a symbol will appear onscreen. Press X and you can view storyboards from the 
movie. 


Hidden Aki Models: On Disc Two, at the main menu, highlight “Play Documentary,’ and then press Left, Up. If 
you entered the code correctly, a symbol will appear onscreen. Press X and you can view some models of the 
main character in the movie, Aki. 


Katty s 


THRIDDER 


Kelly's Thriller Music Video: On Disc Two, at the second page of the Highlights Menu, highlight the small 
Square image in the lower-right corner and then press x. If you entered the code correctly, a hidden music 
video will begin. 


I a (O 
Hidden Interviews 


Interview With Robert Wise: On disc |, at the Special Features menu, enter Production Notes, and then go into 
On the Set. Cycle through the stills until you reach the News on the March page—when you do, press Up 
and the sled in the right corner turns yellow. Press X and you can watch an interview with the movie's editor, 


Robert Wise. 


| Commentary with Peter Bogdonovich 
Commentary with Roger tbert 
< Mew York Premiere footage 


“Theatrical Trailer 


Interview With Ruth Warrick: On disc |, at the main menu, enter the Special Features. At the Special Features 
menu, press Right and the sled in the middle of the screen turns red. Press X and you can see an interview 
with Ruth Warrick, who starred in the movie. 
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FROM THE CREATORS OF 


DRIVER 


COMES THIS YEAR'S BLOCKBUSTER: 


"Stuntman ... is looking incredible" 


A, 


RATING PENDING 


Visit www.esrb.org or 

call 1-800-771-3772 

for Rating Information. 

| CONTENT RATED BY 

ESRB 
Stuntman ©2001 Infogrames, Inc. All rights reserved. 
Created and developed by Reflections Interactive Limited, 
an Infogrames studio. The ratings icon is a trademark of 
the interactive Digital Software Association. All other 


trademarks are the property of their respective owners. 
Manufactured and marketed by Infogrames Inc., New York, NY. 


Infinite Turbo, No Crowd, and More 


ExXHi BE Ome 


P v — 
r } CCHAMPIONSHIPD 
Bm ~ 


PLAY GAMES 
Wi CREMMTS 
SPEND E84 ON 
COOL STUFF IN 


@! CUSTOM TGAM op TRE HOCKEY SHOPt 
% pa. a di me, 
: a nell » 


>. HOCKEY SHOP 
eee : 


oo options 
At the main menu, select Enter Password. At the Enter Password screen, enter ae 
the following passwords to unlock the corresponding level. If you entered the code 
correctly, you'll automatically start that level. 


Mission 3: 


Start a game and, at the match-up screen, enter the following codes to unlock 
these cheats. If you entered the code correctly, the name of the cheat will appear. 


Big Head Player: Press 1, 1, Right. 
Big Head Team: Press (|, LJ, A, A, Left. 
Big Hits: Press LL], LJ, A, A, A, O, O, O, O, Down. 
Big Puck: Press L), A, A, O, Up. 
Bulldozer Puck: Press (], LJ, A, O, O, Left. 
Domino Effect: Press A, O, O, Right. 
First to Seven Wins: Press LC), CJ, F, A, A, O, O, O, Left. 
Hitz Time: Press L], O, O, O, O, Right. 
LKEDSPs Huge Head Player: Press 1, 1, O, Right. 


Huge Head Team: Press (|, L], LJ, A, A, A, Left. 
Huge Puck: Press C1, U0, 0, A, A, O, Up. 


ae LSE Ignore Last Code: Press A\, Down. 
PP id ia fa Pape ae 
Infinite Turbo: Press L], LJ, U1, LI, A, O, O, O, Right. 
Input More Codes: Press CF), LI, UO, A, A, A, O, O, O, Right. 
Bis Fs ocd Late Hits: Press (J, LJ, UJ, A, A, O, Down. 

od cheb on thee 

an No Crowd: Press L, C1, A, Right. 
No Fake Shots: Press LJ, CF, 0, 0, A, A, O, O, O, OC, Down. 
No One-Timers: Press _], (J, A, O, O, O, Left. 
No Puck Out of Play: Press L], A, O, Down. 
Pinball Boards: Press 1, F, U, U1, A, A, O, O, O, Right. 
Rain: Press UL), A, A, A, A, O, Left. 

u eae =| Show Hot Spot: Press C1], 1], ©, Up. 


cei] Show Shot Speed: Press (J, ©, Up. 


At the main menu, select Pac-Attack. At the . Snow: Press CL], A, A, O, Left. 


Pac-Attack menu, highlight “Puzzle Mode,” ‘ 
press and hold Right, and then : Tennis Ball: Press (1, A, A, A, O, O, Down. 


press A. If done correctly, the ; Turbo Boost: Press ©, ©, Up. 
word Appendix will appear on- 


screen. Start a game to play the 
Appendix mode of Pac-Attack. 


Win Fights for Goals: Press 1], (J, O, O, Left. 
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mn aS 
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D. Character design: Tetsuya Nomura. 


« 
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Monster Collection)No.3 
Monster Colle tHdnNG 1? Varuna 


ema inon,| Giant 
(6p1'/2tinches® in} ncighi fa 


A 
6 1/2 inch action figure TAS 
Monster Collection)No"4} 
Anima 


6 1/2 inch action figure 


[Monster Collection|No.1 
Ba hamut ~ 
(ray articulated pe not es . 


Monster Collection’ No'6 
Yojimbo 
Stinchtdeluxefaction 

withthis 


& 
Plush@ 


Plush 
hO Chocobo 


Tonberry 


plus T-shirts, 10" Plush, 
Jewelry, and more! 


Plush@ Cactuar 


PuPu 


a - = nt ae : a y 
www.diamondcomics.com 
KOTO, INC. FIGURES FROM THE IMPORT TOY SECTION OF Previews! 


BOO oR VISIT THE COMIC SHOP LOCATOR SERVICE ONLINE AT HTTP://CSLS.OIAMONDCOMICS.C 
: IN CUSTOMER, , PLEASE CALL DIAMOND: S SALES STAFF AT (410) 560-7110. 
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Osre Field, 


[1 (> 


snow Field, and More a Hidden Music Video 


FAL FEATURES 
E SILENCE" THE MAKING OF HANNIBAL 


PLAY ALL (4:76:08) 


‘go “ 9) = v 
MIiNiI-GAMES TAL MAKE-UP EFFECTS (13:55) 
OP TIONS 


REACTION (13:09) 


i FEATURES 


+ Ser. 


>> 


BREAKING THE SItEN 


THE MAKING OF HANNIBAL 


bursts of film exposed from the 
yells “cut!” to the moment the 


PLAY ALL (1:16:08) 


OPMENT (16:63) 


(20:29) 
SPECI L MAKE-UP EFF 
MUSIC (14:51) 
REACTION (13:09) 


SPECIAL FEATURES 


Start a game and, at the match-up screen, enter the following codes to unlock 
these cheats. If you entered the code correctly, you'll hear a sound and the three 


icons will be replaced by NFL symbols. On Disc 2: Special Features, enter “Breaking the Silence” the Making-of Hannibal. 

At the following menu, highlight “Music” and then press Left so the arrows to 
Ogre Field: Press L, B, B, B, A, A, R. the left turn blue. Press X and you are taken to a hidden music video with out- 
Random Fumbles Eliminated: Press L, L, L, B, B, A, R. tates Gt She tna, 


Shadow Players: Press L, L, L, B, A, A, A, R. 
STAR WARS EPISODE I: THE PHANTOM MENACE Cole> 


Snow Field: Press L, L, B, B, A, A, A, A, A, R. ; ; 
Hidden Bloopers and Documentaries 


mee, | Title 3 
THE SIMPSONS WRESTLING 1; 


r¢ 


Hidden Bloopers: On Disc |, at the main menu, enter the Options. At the Op- 
tions menu, press Select and then input the following: Highlight “|” and then 
press X, x. Wait for a pause, highlight “0” and then press X, and highlight “3” 
and then press X. Wait for a pause, highlight “0” and then press X, and high- 
light “8” and then press xX. If you entered the code correctly, you’ll automatically 


go to a collection of bloopers from the movie. 
At the title screen, enter any of the following codes to unlock the corresponding 


cheat. If you entered the code correctly, you will hear a bell and the name of the 
cheat will appear. 


Credits Gags: Press O, LI, O, LI, O, RI, O, RI. 
Flat Land: Press ©, LI, LI, LI, Left, Right. 


Game Completion Date: Press LJ], ©, LI, RI. 
Infinite Energy: Press O, RI, RI, Rl, Down, Up. 


Infinite Health: Press ©, RI, RI, 
RI, Right, Left. 


DELETED : a |S DELETED 
SCENES _ SCENES 
MENG > ‘ a MEND 


MAIN om. 3 i dik MAIN = 

MENU 3 : MENU : 
PLAY + PLAY 
ALL . AL 


sOMPLE DE PODRAG 
GRID SEQUENCE® 


Mirror Matches: 
Press Up, Up, 
Down, Down, Left, 
Right, Left, Right, O, L2, 
CBZ, Ll, Oo, Re. 


Hidden Complete Podrace Grid Sequence Documentary: On Disc 2, at the main 
menu, enter the Deleted Scenes Only menu. At the chapter titled Complete Pod- 
race Grid Sequence of the Deleted Scenes menu, highlight “Doc Menu” and then 
press Right. If you entered the code correctly, a small yellow rectangle will ap- 
pear. With the yellow rectangle present, press < to watch a hidden documentary. 


Multi-Rope Attack: Press O, 
RI, RI, Rl, Up, Down. 


Hidden Extended Podrace Lap Two Documentary: On Disc Two, enter the 
Deleted Scenes Only menu. At the chapter titled Extended Podrace Lap Two 

Documentary, highlight “Doc Menu” and then press Right. If you entered the 
code correctly, a small yellow rectangle will appear. With the yellow rectangle 


present, press X to watch a hidden documentary. 
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GAMEPRO’S 11TH ANNUAL READERS’ CHOICE AWARDS 
OFFICIAL RULES AND CONDITIONS: 


1. NO PURCHASE NECESSARY TO ENTER OR WIN. 


2. To Enter: Complete the entry ballot in GamePro’s 11th Annual Readers’ Choice Awards fea- 
ture in the February 2002 issue (see page 44), or hand print your name, complete address 
including zip code, age (on date of entry), gender, complete daytime phone number with area 
code, and e-mail address (if available) on a 3" x 5" card and mail in a first class stamped enve- 
lope to: GamePro’s 11th Annual Readers’ Choice Awards, P.O. Box 193712, San Francisco, CA 
94119-3712. Via the Internet, go to www.gamepro.com and complete GamePro's 11th Annual 
Readers’ Choice Awards ballot and hit the send button at the bottom of the page. Limit one (1) 
entry per person regardless of entry method. Sweepstakes begins at 12:01 AM (PST) on 
January 8, 2002. All entries must be received by 11:59 PM (PST) on March 15, 2002. By par- 
ticipating, entrant (and entrant’s parent/legal guardian, if entrant is a minor) agree to these 
Official Rules. 

3. Drawing: Twenty-three winners will be selected in a random drawing held on or about March 
31, 2002 from all eligible entries received. Judges’ decisions are final and binding in all mat- 
ters. Winners will be notified by mail. Winners may not substitute, assign or transfer prize or 
redeem prize for cash. Sponsors reserve right to substitute prize with prize of equal or greater 
value, if advertised prize becomes unavailable. 


4. Prizes: The following prizes (with corresponding estimated retail values) will be awarded: 
Three Grand Prize Winners will receive one of the following: A Nintendo GameCube, a Microsoft 
Xbox, or a Sony PlayStation 2. Specific console to be selected by GamePro. (ERV: $797). Ten 
First Prize Winners will each receive a one-year subscription to GamePro magazine and a 
GamePro T-shirt (ERV: $41.94). Ten Second Prize Winners will each receive a GamePro T-shirt 
(ERV: $16.99). Total ERV of prizes is $1386.30. Odds of winning depend on number of eligible 
entries received. If prize is won by Internet entry, winner will be deemed the subscriber to the 
Internet account, who must comply with all of these rules. Prize won by a minor may be award- 
ed to parent/legal guardian. Limit of one (1) prize per person/household. 

5. Eligibility: Sweepstakes is subject to all U.S. federal, state and local laws and regulations and 
is void where prohibited, taxed or restricted by law. Sweepstakes is open to legal residents age 
Med ae of the contiguous 48 United States and Canada, including the District of Columbia, 
and Quebec. 


6. Employees of Sponsors and their affiliates, subsidiaries, distributors, retailers and anyone 
involved with the design, production, execution or distribution of Sponsors’ products or relat- 
ed promotional materials and their families are not eligible. Canadian residents, in order to be 
eligible to win, must first correctly answer a time-limited, skill-testing question administered by 
telephone. 


7. General: Prize winners (and winner's parent/legal guardian, if winner is a minor) will be 
required to sign and return an affidavit of eligibility and liability release and where lawful, a pub- 
licity release within 14 days of notification or prize will be forfeited and awarded to alternate 
winner. If prize notification or prize is returned as non-deliverable, prize will be forfeited and an 
alternate winner selected. Neither the Sponsors nor any of their agencies are responsible for 
illegible, lost, late, damaged, incomplete, stolen, postage-due or misdirected mail or entries, or 
for lost, interrupted or unavailable network server or other connections, miscommunications, 
failed telephone or computer or telephone transmissions or technical failure, jumbled, scram- 
bled or misdirected transmissions, or other errors of any kind whether human, mechanical or 
electronic or for phone, electrical, network, computer hardware or software program malfunc- 
tions, failures or difficulties, or for |SP/network/Web site accessibility or unavailability. Persons 
found tampering with or abusing any aspect of this Sweepstakes, as solely determined by the 
Sponsors, will be disqualified. If disqualified for any tampering or abuses, Sponsors reserve 
the right to terminate entrant's eligibility to participate in Sweepstakes. In the event any portion 
of this Sweepstakes is compromised by virus, bugs, non-authorized human intervention or 
other causes beyond the control of Sponsors which, in the sole opinion of the Sponsors, cor- 
rupts, or impairs the administration. security, fairness or proper submission of entries, 
Sponsors reserve the right at their sole discretion to suspend or terminate the Internet portion 
of the Sweepstakes, and randomly select a winner from Internet entries received prior to the 
action taken and regular mail-in entries. Winner (and winner's parent/legal guardian, if winner 
is a minor) by acceptance of prize (a) agrees that Sponsors and their affiliate companies, par- 
ents, subsidiaries, advertising and promotion agencies, and all of their respective officers, 
directors, employees, representatives and agents will have no liability whatsoever for, and shall 
be held harmless by winner against, any liability for any injuries, losses or damages of any kind 
to persons, including death, or property resulting in whole or in part, directly or indirectly, from 
acceptance, possession, misuse or use of the prize or participation in this Sweepstakes or par- 
ticipation in any Sweepstakes related activity, and (b) except where legally prohibited, grants 
permission for Sponsors and those acting under their authority to use his/her name, photo- 
graph, voice and/or likeness for advertising and/or publicity purposes without additional com- 
pensation. Taxes solely the responsibility of winner. All decisions of Sponsors on all matters 
relating to this promotion are final. Unclaimed prizes will not be awarded. If an individual win- 
ner does not claim his or her prize by April 30, 2002, the prize will be forfeited back to the sup- 
plier. Prizes cannot be claimed after the Sweepstakes has been completed. 


8. For names of winners, send a stamped, self-addressed envelope for receipt by April 30, 2003 
to: GamePro’s 11th Annual Readers’ Choice Awards Winners, P.O. Box 193712, San Francisco, 
CA 94119-3712. 


9. Sponsored by: IDG Games Media Group, GamePro magazine. 


1. Metal Gear Solid 2: 
Sons of Liberty 

2. Max Payne 

3. WWE SmackDown: 
Just Bring It 

4. Grand Theft Auto IIl 


5. James Bond 007 in 
Agent Under Fire 


6. Tony Hawk’s Pro Skater 3 


7. Jak and Daxter: 
The Precursor Legacy 


8. NBA 2K2 
9. SSX Tricky 


_ 10. Burnout 


| GameCube 


___ |. Super Smash Bros. Melee 


_ 2. Star Wars Rouge Leader: 
Rouge Squadron Il 


3. Luigi’s Mansion 
4. Pikmin 
5 
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-BLOCKBUSTER HOT. 


HOT RENTALS 


. Super Monkey Ball 

. SSX Tricky 
7. Wave Race: Blue Storm 
8. Tony Hawk’s Pro Skater 3 
| 9, Crazy Taxi 
10. Madden NFL 2002 


Xbox 
|. Halo 


2. Project Gotham Racing 
3. Dead or Alive 3 
4. NBA Live 2002 

| 5. Max Payne 
6 
7 
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. Tony Hawk’s Pro Skater 2x 
. Oddworld: Munch’s Oddysee 


. Star Wars Starfighter: 
Special Edition 


9. Silent Hill 2: Restless Dreams 


| 10. Amped: Freestyle 
| Snowboarding 


PlayStation 
|. Tony Hawk’s Pro Skater 3 


2. Harry Potter and the 
| Sorcerer’s Stone 


3. Disney/Pixar’s Monsters, Inc. 
| 4, Syphon Filter 3 
| 5. Spider-Man 2 Enter: Electro 


BLOCKBUSTER HOT See 
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Wanna make the grade 


Be 


Sometimes ya gotta cheat! 


[Cheating Made Easy 
Available Jor 
PSone™, PlayStatione2, Game Boye Advance and Game BoyeColor 


Xbox™ and Game Cube™ 


UNLIMITED UNLIMITED SECRET EXTRA EXTRA 
AMMO HEALTH CHARACTERS WEAPONS VEHICLES 


Code Breaker is a registered trademark of Pelican Accessories. 
Pelican and the Pelican logo are registered trademarks. 
PSone™, PlayStation®, and PlayStation®2 are registered trademarks of Sony Computer 
Entertainment Inc. Game Boy® Color, Game Boy® Advance and Game Cube™ are registered trademarks of 
Nintendo of America Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or 
trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used with permission from Microsoft. 
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Visit www.esrb.org jaa ee (OD) ee 
or call 1-800-771-3772 Fie 1 Se = : 
for more info. 7 oo Sean 
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he SEGA is registered in the U.S. Patent and Trademark Office. SEGA and Virtua Fighter are registered trademarks of SEGA Corporation. Presented by SEGA © SEGA-AM2 Co. LTD/SEGA CORPORATION, 2001. www.sega.com ‘PlayStation’ 
ues and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. All Rights Reserved. 


